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DAYTONA 2 INTERVIEW, 
AND MORE! 


Book your seat at the big event 









On August 22nd Sonic Team will release details about Sonic 

Adventure: the most important Sega game for years. When will 
you find out about it? When will you see pictures of it? If you have 
access to Game-Online, the answer is August 22nd. 







Dreamcast 
SONIC Adventure 
8.22 















you can’t afford not to 


Game-Online’s Dreamcast Infocenter 
is committed to bringing you 


Dreamcast news as it happens. For free. Dreamcast 








CT 


There are large schemes afoot here at SEGA SATURN MAGAZINE. In the last issue we announced 
our plans to begin the metamorphosis of SSM into an all-new, more diverse Sega-based titles. 
Our plans are at a more advanced stage now and we should have something fairly substantial to 
show you next month. The basic plan is this - to continue the most in-depth Dreamcast coverage 
around, backed up with more interviews with the key players in the Sega world. In addition to 
this, we've fostered excellent relationships with the most powerful players in the arcade industry - 
that's why SSM has been able to bring you in-depth inquisitions month 
Pracom reeled ImeN SCAU meee es eN Ee 
The need for a more diverse Sega magazine has never 
been more pronounced. This issue, just about the 
entire News section is packed with exclusive 
ano VAL Le CKe seco me Ne ogo alenitsy 
console launch the world has ever known! 
The European developers who so recently 
turned their backs on Sega and the 
Saturn have also returned, bringing 
their major third party franchise 
eva cM ILS MReN ROU MULE BETES 
of intriguing original products. 
So qole mona e yen ocala rare eel g 
from this year's ECTS trade show. 
and as for next issue? well, does 
the most in-depth feature on the 
Dyce vente: tiacreyablenseteacnsoleraee-la-lit 
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20 SNK Special Report 


The arcade giant talks with SEGA SATURN MAGAZINE 
about its plans for future projects... as well as 
divulging a few juicy details about its cool new Neo 
Geo Pocket console! 


The AM2 Inquisition 


Japan Editor Warren Harrod infiltrates the labs of 
the world’s greatest arcade developers and talks 
about Daytona USA 2 with Director Makoto Osaki! 


The Capcom Generation 


Capcom celebrates 14 glorious years of gaming with 
its Generations series! SSM investigates its library of 
classic arcade and home titles. 


Radiant Silvergun 


Last month we proclaimed this game as the World’s 
Best Blaster. This month we tell you why with unstop- 
pable showcase coverage that'll leave you gasping! 
Oh, and we review it as well! 


More from the terror beneath the waves in Sega’s final 
UEC Cae Cm CR Tt eT eee CP Cb 
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Sega of Japan’s first internal game revealed! 


its monster enemies too! 


odzilla is stomping his 
way onto Dreamcast in 
an unprecedented game 
of mass destruction! This 
month Sega announced its plan to 
bring movie-quality carnage to the 
Dreamcast with its first game 
announcement 
Despite the movie not perform- 
ing as well as expected in the US or in 
Europe, Godzilla remains a hugely 
bankable commodity in his native 
country of Japan. What's more, the 
American movie actually opened very 
well in the Land of the Rising Sun. 
Sega obviously knows a good bet 
when it sees one and released details 
of its 128-bit Godzilla game days 
before the movie opened. However, 
the catch is that the game is NOT offi- 





A Nope, this isn’t a cool FMV intro... 
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i A ...these are actual in-game shots! 


Control the mighty mutant lizard itself and some 


Check out the MOST new screenshots of this massive destruct-a-thon! 


cially licensed from the US movie - 
: unlike the Dreamcast VMS 

i “Tamagotchi” which definitely is! 

? Confused? Let us explain 


The forthcoming Dreamcast 


: game is based on the original Toho 

} films and show the rampaging giant 
} lizard just as he is in the Japanese 
movies that have been made about 








: him since the 1950s. It's a fairly obvi- 
? ous choice when you think about it as : The aim of the game isn’t really going 
: the new Godzilla movie doesn’t actu- 
: ally feature any of the established 

: rogue’s gallery, including the likes of 
: Mothra and Ghidra. The good news is 
? that you can expect to see them in all 
} their cheesy, rubberised glory in the 

; Dreamcast title! 





: WHAT’S THE POINT? 





o surprise anyone. The Godzilla 
novies are replete with acts of mas- 
ive urban destruction and, as you can 
ee from the various stunning screen- 
hots dotted around these pages, that 
ppears to be one of the major aims of 























: A Oooh... look. An enormous city just waiting to be trampled on by a mutant lizard. 


NEC reveals 


We've got our 


its Dreamcast hands on this 
hot hardware! 


13) XC} Me}: 


games! 


PAGE 12 


A Not much is known about the game, but expect mass destruction to be the main aim. 


Godzilla himself is beautifully 
rendered, looking identical to his old 
movie incarnation (bar the odd fold of 
rubber that is!), and the cityscapes 
contained in the game are based on 
actual Japanese urban environments 
Sega is so confident of its realistic ren- 
dering abilities that it reckons 
Japanese gamers will have no prob- 
lems at all in recognising individual 


i streets - presumably before Godzilla 
: razes them to the ground, that is! 


We're also being promised some 


: absolutely incredible creature anima- 
: tion here as the mighty monster 

: smashes into buildings, causing 

: explosions and generally making a 

: complete mess of things as the 

i cityscape is demolished under 

? Godazilla’s all-powerful lizard strength 





A Even Mecha-Godzilla is in there, complete with his awesome lighting bolt beam! 


Top UK talent 
to produce 
128-bit titles! 


PAGE 16 


Dreamcast Godzilla 
looks set to capture the 


action and excitement of 


: Toho’s classic movies... 


: RUBBER MONSTER GRAPPLING 

? Of course, the high point of most of 

? the Godzilla movies happened to be 

} the bizarre fight scenes between our 
; scaly “hero” and some of his similarly 
: rubber-looking opponents. Just like 

i Godzilla himself, Sega of Japan has 

i gone for an accurate portrayal of our 
i hero’s enemies and the results are 

i fairly stunning - just take a look at the 
: picture of Mecha-Godzilla. Yup, that’s 
i an in-game screenshot! 





i A Just wait ’til you see this bad boy moving! 


fate elets 
screenshots 
from Warp! 


PAGE 18 








: A Grrr... I’m a big scary lizard... grrr... 


However, the big news is that, 


i according to Sega, you don't get to 

? control just Godzilla. Oh, no. Some of 
: the other monsters become playable 
: during the course of the game, 

: although clearly the emphasis is in 

: battering them into submission or 

: making good use of Godzilla’s fiery 

: vindaloo-powered breath 





; A Godzilla's back... in 98, that is. 
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Godzilla is the latest 


project from the stu- 
Chiao cotiaarty 
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ous 1979 Godzilla cartoon - star of 
many episodes of Saturday Super 
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The premise was simple. The 
crew of the explorer liner, Calico, 
basically sailed around the globe get- 
ting into all sorts of large monster- 
related trouble. This would invari- 
ably cause Calico skipper, Captain 
EN Cm Cb ab Oa Retail 
eat eteeoiie eum es 
bring about the arrival of Godzilla to 
save the day - usually surfacing from 
EB eho ee RCs toe 
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dino-pal Godzooky? Eh? EH? A world 
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A Trash! Maim! Burn! Destroy! Heh, heh... 


| JAPAN FIGHTS BACK 

i If all of this urban destruction and 
? monster grappling wasn't exciting 
: enough, Godzilla faces even more 


; problems in the form of the legendary 
? G-Force warriors Japan's 

: defence force who regular- 

: ly did battle with the 

: mighty one in the 

: original movie series. 

? For Godzilla purists 

? the good news is that 

: Sega is planning to 

: incorporate some of 





: inevitable mazer cannon, 
: mazer tank and the bizarre- 
? sounding Super-X 




















: AND FINALLY... 

; Although the Dreamcast game is 
based on the original 
movies, and the VMS title is 

licensed from the new 
film, the two games are 
compatible. Sega isn’t 
releasing too many 
details yet, but what 
we can definitely tell 


: their outlandish we you is that playing 
: anti-zilla technology the Dreamcast game 
: including the with the Godzilla VMS 


will definitely have an effect. 
Who knows what we can look for- 





: ward to? We'll have to wait and see.. 


eee 


You might think that we’re just a bit 
obsessed with the old Godzilla car- 
toon series. And you're right. It’s 
hilarious and it’s on Cable at the 
moment. You must check out the 
intro music: 





Up from the depths/ Thirty 
storeys high/ Breathing Fire/ His 
head in the sky! 

Godzilla!/ Godzilla!/ Godzilla! 
And Godzooooky! 


Cue comedy interlude with the 
aforementioned dino, puffing out 
smoke as he tries to breathe fire, 
falling over in a comedic, nay 
hilarious fashion, etc ... 






A It may look a little primitive, but the Godzilla VMS is an indication of future titles. 


ega chose the big screen 
opening of the Godzilla 
movie in Japan in order to 
launch its own VMS 
peripheral, which includes a 


Tamagotchi-style game based on the cel- 


luloid monster. 

The special edition VMS (or PDA as 
Sega of Japan is now calling it) features 
an intriguing game that sees you hatch- 
ing your own Godzilla egg and raising 
the creature by placing it in different 
environments. Each of these conditions 





: toughens up your hatchling in different 
: ways. A great deal of careful rearing 

: needs to take place before your Godzilla 
: creature may be put into battle against 
; other VMS creations 


: WHAT DO YOU DO? 

: The VMS Godzilla game doesn't actually 
: give you a whole lot of action in the 

: early rearing stages. In fact, there's little 
you can do apart from play a bizarre 

: game that sees your creature defend 
itself against missile attacks (guess 


} where the incoming projectiles are 
: going to land before they are launched - 
: hardly super-exciting) 


creature has grown, you 


: of options, including the 5 
: ability to examine your 
} monster's DNA. 


: comes from connecting 
your VMStoanother (%<° / pene 
: and indulging in a bit i i 
: of monster battling as 
i in Pocket Monster 

? (the current big thing 


? Japan). Here you do 
: battle with your opponent, the 
: winner sucking out the losing monster's 
i DNA. This allows you to mix it with your } 
: own, producing a new, hopefully ; 
: stronger monster. Special moves are also 
: available, some of which affect all mon- 
? sters, although you'll find that certain 

? beasties develop immunity. 


i existence, the owner having to restart 
i his monster from scratch. It's a harsh 
: world, isn't it? 


; WHAT ABOUT DREAMCAST? 
? We thought that getting hold of the 





: VMS might give us some clue as to how 
: it connects to the Dreamcast and what 
? functionality it might have in conjunc- 
tion with the new Sega hardware 
However, few new facts 
have been gleaned 
The Godzilla VMS 
seems to be able to play 
ss its game and keep the 
UG time and date, but if you're 
y) after any of the data organ- 
isation mentioned in the 
spec, you're in for a disap- 
pointment. As for as we can 
tell, this limited edition VMS 


However, once your 









may access the full range 






But the real fun 


doesn't seem to have any of 
these features (unless plug- 

ging it into the Dreamcast 

F controller ‘unlocks’ functions). 
: Until we get the standard VMS, we'll 

? have to wait and see.. 


in hand-held toys in 


The losing creature is wiped from 





; A Run for your lives, it’s er... WHAT is it? 





A Step 3: Dodge army missiles! 


: A With the awesome technological power of the Dreamcast, movie-quality visuals are now becoming a reality. We can’t wait! 
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that our knowledge rubs off on you, the readers, making our followers some of the best, 
most elite gamesplayers on the planet. Which is why we want to put you to the test. 


Rae see Tg] 

1- Set up your console and whichever game you're going to be competing with 

2 - Play the game, enjoy a TWIX, read SEGA SATURN MAGAZINE 

3 - Save any five TWIX wrappers and send them to us along with completed coupon to 
TWIX GAMESPLAYER OF THE YEAR 1998, SEGA SATURN MAGAZINE, 37-39 Millharbour, Isle 
of Dogs, London, E14 9TZ 

Ly 


To enter is easy. But there are a few ‘rules’ that have to be adhered to in order to stand any chance of beefing up your games 
Roe CEL ries au Sa arene ener 

Se Oe ee oe eC UCC U Ee ae ae eu ee mut cc key 
+ You need to send in five TWIX wrappers (empty of course) with the completed coupon 

+ Entries must be received by 31ST AUGUST 1998 
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Arcade Mode and on the 
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fae Rie Rom 
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+ There will be a final on each format - N6q, Sega Saturn and Playstation. 8 people will be selected to play in each of the finals, to be 
held at Virgin Megastore in Oxford Street, London on 24 October 1998. The 8 finalists on each format will consist of 5 of you who have 
sent us your best times/scores on the entry form below, the 2 finalists qualifying through the regional heats and last year's winner 
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Entries must be received by 31ST AUGUST 1998 


For the N64 owners, 
you must start on the 
Cradle Stage on any 
difficulty setting. And, 
WT Rice 
time limit, you must 
Poe eae 
possible. Cock the 
Ea eee 

for action! 





O Playstation/ 
Gran Turismo 








Vehicle 


If aged under 16, please ask a parent or guardian to read and then sign the following: I verify saturn/World 
that the above details are correct and hereby give my permission for the above named person League Soccer 
to take part in the final of the TWIX Gamesplayer of the Year 1998, should they be selected. 
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The Warring 
states of Turb! 


Exclusive screenshots of first Dreamcast RPG! Ml Same team also responsible for the multi-million 
selling Tamagotchi @ Incredible real-time visuals only possible with the power of the Dreamcast 


® Winter ’98 release scheduled for NEC’s debut 128-bit title. 


ith the non-disclosure 
agreements which gags 
Dreamcast developers 
soon coming to an end, 
more and more companies are step- 
ping forward to share details of their 
forthcoming products. One of the first 
to break free of Sega's shackles and 
dish the dirt on its Dreamcast develop- 
ment is NEC Home Electronics, a divi- 
sion of the same company responsible 
for the obscenely powerful graphics 
chip at the heart of the Dreamcast 
machine. With two unique Dreamcast 
games already in the works, NEC Home 
Electronics has granted SEGA SATURN 





? MAGAZINE an exclusive sneak peek at 
: its games, the first of which is The 
? Warring States of Turb. 


} THE STORY SO FAR... 

: The game itself is best described as an 

: action role-playing adventure and is 

: based around the comical antics of a 

: young girl, Jino-chan. Having crash- 

: landed on the distant planet Raiyon, 

: Jino-chan gets caught up in the raging 

i war between cats and the sheep (eh?). 

: Admittedly it sounds pretty bizarre, but 


aside from the weird and wacky plot, 


} The Warring States of Turb appears to 
: follow the standard RPG formula 





A The main thrust of the game are the awesome real-time battles, pictured above. 
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: A The characters may look pretty basic... 


1 Se 


cas E.. 


i AWESOME REAL-TIME MOVIES! 

} As with the incredible Shining Force III 
: which is currently doing the business 

? on the Satum, The Warring States of 

? Turb is essentially split into strategic : 
: battle and drama scenes. The latter take i 
} the form of real-time movies, enabling : 
: players to see the characters they've 

: developed throughout the course of the 
i game as they perform ‘comical actions’ 
: During these scenes, players are 

: required to interact with other charac- 

: ters and answer certain questions, the 
: responses to which determine the route : 
? and outcome of the game. As all the i 
: movies are calculated in real-time, 


a 


; A Notice there’s none of the irritating ‘blurring’ which affects Nintendo 64 games. 









i A. ...but it’s the gameplay that should shine. 


they're 100% specific to your game, 
meaning only events that have actually 
occurred and characters you have met 
will appear. This is one of the key fea- 
tures of The Warring States of Turb 
which NEC Home Electronics insists 
only a machine with the awesome pro- 
cessing power of the Dreamcast can 
produce! 


LET THE KILLING BEGIN! 


: The awesome real-time strategic battle 


scenes are similarly impressive and 
should keep RPG fans rivetted to their 
seats. There are basic two types of fight- 
ing techniques to get to grips with - 





A Only a machine with the mighty processing power of the Dreamcast is capable of generating such incredible hi-res visuals in real-time. 





A Figures crossed. It could be a winner. 


Camp Mode and Battle Mode. The for- 
mer affords players the opportunity to 
choose where they set-up camp, check 
their army's status, change various set- 
up parameters, select items, change the 


it 


A Bare in mind that these screenshots are taken from a very early version of the game. 


system settings, save data and so forth. 


But it’s the Battle Mode where you actu- 


ally get down to some bloodthirsty 
killing. Taking place in a fully interac- 
tive 3D field, players are able to move 
freely around the environment, engag- 
ing in combat using the items retrieved 
along the way. This is all viewed from 
the ‘floating’ camera which pans and 
zooms around the battle to give players 
the best possible view of the action. 


MEET THE TEAM 


Admittedly it all sounds very ‘Japanese’, 


but it’s worth mentioning that the 
team behind The Warring States of 


? Turb boasts some mightily impressive 


_ With stunning real-time 
hi-res visuals, NEC’s first 
Dreamcast RPG could be 
a surprise hit. 





; credentials. The people involved in the 


planning of the game and design of the 


; characters are the very same people 


who planned and developed the 


i Tamagotchi. Considering just how 


many millions sold around the globe, it 


: bodes particularly well for the future of 
; The Warring States of Turb. It’s also 
: worth noting that the team has been 


Sa 


; A It’s all in Japanese at the moment, so it’s a bit difficult to figure out what’s going on. 









: using the Power VR chip since it began 


life on the PC. With Dreamcast utilising 


; the second generation of Power VR, the 
: team is putting to use its vast experi- 
: ence to squeeze unparalleled perfor- 


mance out of the Dreamcast 


i COMING SOON... 
: The Warring States of Turb is now look- 


ing as though it will be one of the five 
launch games for the Dreamcast in 
November, though NEC Home 


; Electronics is only committing itself to a 
: Winter '98 release. Either way, we'll 

: have plenty more details in a forthcom- 
: ing issue of SSM 
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Dreamcast Tamagotchi clone exposed! 
videogame to tap into your subconscious 


uch has been said of 
Seventh Cross on various 
Sega Internet fan sites of 
late, both good and bad, 
but hard facts on the Dreamcast 
launch game have remained pretty 
scarce - until now. SEGA SATURN 
MAGAZINE 's Japanese Editor , Warren 
Harrod, has worked tirelessly to secure 
these exclusive screenshots and infor- 
mation on one of the few known 
Japanese launch titles. What you see 
before you are the fruits of his hard 
labour. Yet these revelations barely 
scratch the surface of what we have 
planned for the next few issues - with 


many more Dreamcast exclusives guar- 


anteed in forthcoming issues! 


The programmers at NEC Home 
Electronics have created over 
810,000 different lifeforms to 
evolve into. Here are just a few: 
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: MY BRAIN HURTS 

The concept behind Seventh Cross is 

: similar to that of the Tamagotchi, albeit 
: amore challenging and complex ver- 

: sion. The basic idea is to create and 

: evolve your very own lifeform to com- 

: pete against others and become a 

: supreme being. However, the ways and 
: means by which this is achieved are 

: very different indeed 

; Players begin by drawing a picture in a 

: 10 X10 grid using lines and dots in vari- 
: ous colours. This is then analysed by the : 
: latest in Neurotechnology (developed by : 
i the NihonDenki Ltd. Personal C&C : 
i Research and Development centre cog- 
} nition!) to determine what your creature 
: will be like. For example, a picture con- 
: sisting of many red dots indicates 

: strength, whilst a lot of white dots indi- 
: cates intelligence. As players are given 

: the opportunity to draw freely, they are 
: not aware of the significance of their 


All-new information and screenshots 
Release to coincide with Japanese Dreamcast launch 


i A From the depths of the ocean... 
picture and thus the lifeform created is 
an accurate reflection of the player's 


inner character. Get it? 


SEEK AND DESTROY 









First ever 


A ...to dry land and beyond! Impressive... 
It appears that NEC is 
: trying to break new 


ground with innovative 


Once you've got your head around that : 


concept, it’s plain sailing from here on 
in. The basic lifeform begins its life at 
the bottom of the sea and must per- 
form several rudimentary functions 
before it is able to sprout legs and 





The aim of Seventh Cross is to seek out food to enable your lifeform to evolve. 


: and original titles. 


move onto the land, such as eating, 
sleeping and fighting. Searching for 
food to maintain its strength quickly 
becomes a priority, so it’s necessary to 
widen the creature's search by explor- 
ing the vast environment around it. 
Danger lurks around every comer, with 
a large variety of predators waiting to 
swallow you up. Engaging in battle 

} with such creatures is really the only 
way to progress through the game, 
with your lifeform gaining in strength 
as a result of a victorious battle. Only 
the strongest will survive and progress 
to higher levels of being. 








: A One of the more primitive lifeforms. 


SURVIVAL OF THE FITTEST 

Once you've secured some food 

your lifeform, digesting it benefits your 
creature in two ways. One is through 
simple absorption of nutrients like cal- 
, vitamins and so forth. 
The other is by building up compo- 
nents of DNA in order to evolve. When 
sufficient evolution experience points 
have been amassed, players are given 


clum, minera. 


the opportunity to draw a new picture 
on the 10 x 10 grid using a palette o! 
colours. This is then used to determin 
your DNA pattern, meaning that each 
player will have their own unique 
lifeform! 


MORE NEWS SOON! 
To be perfectly honest, these early 
screenshots of Seventh Cross fail to do 


A Seventh Cross is the first videogame ever to tap into the player’s subconscious, basing 
the game character on the true character of the person playing the game. Weird, eh? 


justice to the awesome power of the 
mcast. With the likes of Dreamcast 
illa drawing g rom those who 

see it, Seventh Cross is a bit of a come 

down. But we're expecting NEC Home 


: Electronics to pack a great deal more 
visual frippery into the title before 
November. Expect to see a whole lot 
more of this game over the next few 
months in SEGA SATURN MAGAZINE. 


SS et 


1. Begin the game as a tiny ameoba... 2. ...before evolving into a worm-like crea- 
ture... 3. ..and finally getting legs... 4. ...to enable it to walk on dry land. Cool. 


A The graphics aren’t up to much, but the in-depth Tamagotchi-style of play sounds cool. 
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Barely two months have passed since the announcement for the Japanese launch of the 


Dreamcast 
involvement with the new Sega platform 


ete a | 


ee is 


A Gremlin’s popular Actua Soccer series looks set to receive the 128-bit treatment. 


16 SEGA SATURN MAGAZINE 





recent news article in 
videogames trade paper 
Computer Trade Weekly 
(CTW) unearthed a good 
deal of information on the involve- 
ment of Western developers with 
Sega's powerful new hardware in the 
lead-up to September's ECTS show at 
Olympia, West London 
The article also confirmed Sega’s 


CEMA HOLLAND OMY 





A Can you imagine how realistic this'll look? 


In the Land of the Rising Sun, third parties are still forbidden from announcing any 
However, some European developers have spoken out. 


: own plans for the prestigious event - 

: Europe's only videogames trade expo- 
: sition. Despite the firm not having a 

? presence in the main hall at Olympia 
? (again), Sega will once again be dis- 

: playing its wares at a hotel venue just 
: down the road from the main show. 

: Obviously there is going to be little for 
: Sega Europe to exhibit in terms of 

i Saturn wares - only Deep Fear will be 
: unreleased at the time of the show. 

? However, Sega does want to take this 
? opportunity to reveal its “1.5 Party” 

: Dreamcast products - games from 

: Bizarre Creations, No Cliché, Red 

: Lemon, Appaloosa and Argonaut 

: These games will be on show in demo 
: form behind closed doors - expect 

: SEGA SATURN MAGAZINE to return 

: from ECTS with full detailage of these 
i potentially stunning games. And per- 
? haps some more too. 





INFOGRAMES 

This European firm recently acquired 
Manchester's Ocean Software, and has 
just confirmed Dreamcast develop- 
ment, with a quartet of titles due for 
release on the super-console. Sequels 
appear to be the flavour of Infogrames 
produce with Outcast 2 and Alone in 
the Dark 4 confirmed as Dreamcast 
titles. Two other titles are promised - 
one a racing game (possible V-Rally), 
the other remaining shrouded in mys- 
tery, although it is being developed 
specifically for the Dreamcast. 


EIDOS 

The mighty Eidos has confirmed 
Dreamcast development, with the jewel 
in its crown, Core Design, announcing 
the development of FOUR titles for the 
new platform. The firm also confirmed 
that three games in the quartet will be 
multi-format launches (so expect to see 
them on PC) with the final game being 
a Dreamcast exclusive. 





A Rage Software’s PC hit, Incoming, is headed to Dreamcast in time for the Japanese launch. 


Despite Core itself being very, 


: very quick to play down rumours of 
: the return of Lara Croft to the Sega 

: stable, the original CTW feature was 
? keen to point out that Sony's console 
i exclusivity license for Lara runs out 

i at the end of 1999, just months after 
: the launch of the Dreamcast. It’s all 

: pure conjecture at the moment, but 

: we can only hope 


i GREMLIN INTERACTIVE 
: The stalwart Sheffield developer has 
? also announced plans to bring some 


A Infogrames has revealed that Outcast 2 will be available for the Dreamcast next year. 


? A The future certainly looks promising... 


: Expect these stunning 


_ European Dreamcast 


demos to be show at 
ECTS this September. 


of its greatest titles to Dreamcast. At 

: the time of writing, games destined to 
: appear on the new Sega machine 

i include future, more advanced incar- 

: nations of its top-selling hits Actua 

: Soccer and Actua Golf. One can only 

i hope that Gremlin add its other major 
? franchise player, Premier Manager, to 

? the equation - the lack of a decent 

: footie management game was just 

} about the only major genre that the 

: Saturn failed to deliver with 


Whilst Gremlin enjoyed mixed 


; fortunes on the Saturn, its recent PC 
: wares (just about the only yardstick 
: you can use to measure potential 

Dreamcast performance) have been 








: met with unanimous rave reviews 
: Suffice to say, we're quite excited 
: about the possibilities here! 


i RAGE SOFTWARE 

: This firm has something of a “hot and 
? cold” history with decent games 

i including Jonah Lomu Rugby and 

: Darklight Conflict rubbing shoulders 

: with some complete dogs (the unfor- 

: givable Saturn Doom). Regardless, its 

: announcement that it's developing for 
: the Dreamcast launch is still welcome. 


Rage is actually busy coding for 


? the Japanese launch of the Sega super- 
? console. A conversion of its popular PC 
: title, Incoming, is due to hit the 

: Dreamcast on November 20. Sega of 

: Japan was obviously impressed with 

? the quality graphics of Rage's effort, 

? which it has to be said looks spectacu- 
? lar. Gameplay? Well, Incoming has 

? been described as a “’90s Space 

? Invaders” although it has to be said 

? that the gameplay is fairly limited 


: A ...with a wide range of titles available. 
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More images from Warp’s first Dreamcast game! 
perhaps greatest adventure! 





A These exclusive new shots show some of the detail contained within D2’s backgrounds. 





A Warp has now added transportation... 


.48 well as a few new locations. 





Report! 





More action from Laura Parton’s latest and 


enji Eno’s company, Warp, 
is working at top speed to 
have D2 ready for its 

Winter '98 release date in 


: Japan. The firm has recently released 
: all-new screenshots designed to show 
? off some of the game's new features 
? andit's looking most impressive now. 


At the D2 Show in May, Kenji Eno 


: showed off an early version of the soft- 
: ware and to be honest, it was very diffi- 
} cult to judge exactly what the finished 

: game would offer. One point Eno-San 

: has been emphasising recently is that 

? D2 will have little - or nothing - in com- 
mon with the game that it perhaps 

: most resembles, Tomb Raider 2. 

: From a cursory glance of the soft- 
: ware, the comparison perhaps seems 
? valid, but now that the project is gain- 
; ing momentum, it's clear to see that 

: D2 is a completely different kettle of 


First person perspective shooting action now revealed! 





? fish. Just about the only thing that is 
: similar - the viewpoint - is not as fixed 
? as it is in the adventures of Lara Croft. 
? These new screenshots show the first 
; person perspective action as Laura 

? brandishes her uzi against an incom- 
? ing creature that leaps from the roof 
? of a Canadian cabin. The screenshots 
? on this page show you that D2’s main 
? protagonists now feature a level of 

? detail second-to-none. 


However, Tomb Raider is essen- 


: tially a puzzle game with a bit of 


action and leaping about. It's also 


: based around a sequential series of 

? levels - which is almost the complete 

: opposite of what D2 is all about. This 

: is one huge, coherent worldscape 

? where all the action takes place. You 

: can't really get much more different 

: than that can you? Oh, and for anyone 
? moaning about Laura Parton being 

? Lara Croft inspired er... D (starring 





SS 


You've already seen the screenshots of 
the svelte-looking Laura running around 
in the snow and ice with nothing but an 
uzi sub-machine gun for company. Well, 
now with the aid of Warp's new screen- 
shots, you too can see how Ms Parton 
makes use of the military firepower at 
her disposal as she guns down one of 
the hideous mutant creatures populat- 
ing D2's world of snow and ice. Gory, eh? 
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Laura) came out on the Saturn ages 
before Core’s Tomb Raider! Let that be 
an end to this ‘debate’. 


GETTING ABOUT 

The other main talking point of the 
newly released D2 materials concerns 
the freedom of movement around the 
icy terrain. Yes, you can walk around 
should you so desire, but the land- 
scape is so vast that Laura would be 


better advised to make use of the vari- 


? ous snow-scooters and 
? cable cars 
i dotted 

i around the 
: landscape. The 

} level of detail here is 
i most exceptional indeed - 
: when Laura walks, she 

i leaves footprints in the 
: snow behind her. When 
: she drives around on he 
? scooter, tracks are left 


A She may look like a librarian, but Laura is one tough gal - she also packs a 















? behind the vehicle in the snow. 


FROM DAY TO NIGHT 

Dreamcast’s phenomenal lighting 
capabilities have been put to great use 
in D2. The new screenshots show the 
various stages of day-time, from the 
brightness of a new dawn to the eerie 
darkness of dusk. Everything is calcu- 
lated in real-time using the immense- 
ly powerful PowerVR 3D technology 
and it all looks a treat. 


T 


? WHAT NEXT? 


ware developers in Japan - a surprise 
since the team is relatively small - 
around the size of the Bizarre 
Creations team currently producing 
the Dreamcast game codenamed 
Metropolis, for Sega Europe. Expect to 
see a lot, lot more of D2 in the months 
to come in SEGA SATURN MAGAZINE! 


| oe 


pistol! : A Use vehicles to travel around levels. 


; Warp is one of the most proactive soft- 








CD too, geddit? No? Ah, forget it. 
Anyway, remember when we told 
you about Kenji Eno’s prodigious 
piano-playing at the D2 Premier 
Show in May? Well Eno-San has 
made good on his promises and 
released his ‘Sketches’ music CD 
in the Land of the Rising Sun. 
Unfortunately, it’s not actually 
going to be made available over 
here since Eno-fever isn’t quite 
what it is in Japan, but this 
hauntingly classic rendition of 
the new game's soundtrack 


would make a popular bonus to 
the official European versions of 
D2. However, if you’re desperate 
to get hold of the Sketches CD, 
give your local importer a call. 


Kenji Eno 
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SnNni< 


Exclusive Intervie 
SE 


SRC RD ce ee Rad ied 
LL BUR lacteMol ae mel olor el eel aoe) ie 
started for real at the beginning of this year. 


SRA CR DE eRe Rue ee es isd 

NH Up to now, the Neo Geo has been mainly for what you could call 
eel Meus ome Ren Ea Con ULe(aR aaC- To) ol] 
of Neo Geo to a wider range of gamers. 





SY LG Da Cer abe U0) 
is certainly excited about SSM Does this mean you'll be creating Neo Geo Pocket titles 
CTT UN RTL y UR UC UR eo marCleed 

developments. So are we. LL RoE reel iene elec eo ee aL 
The Neo Pocket could be ogee lace Uh ern 

bigger than the Game Boy! 












rile E mmol ay mu Male elm UR mel mite ROME TOLLS 
titles out. This includes third party games as well. 


Sam eet ae Cees 

NH By the end of the year we hope to sell about 300,000 units 
in Japan. Then, from October this year until September ’99 we're 
expecting to sell around one million units in total. We're going to 
put a lot of effort into marketing the Neo Geo Pocket in Japan. 


SSM Other than SNK are there any other third party 
companies creating games for the Neo Geo Pocket? 

NH | can’t reveal the names yet, but there are third party 
companies creating games for the Neo Geo Pocket. 


"4 





SSM How many games are you planning to release at the 
same time as the Neo Geo Pocket? 
NH We hope to have about seven or eight titles for its 


SOUR ig ieee rig 
NH We haven't decided yet whether we'll release the Neo Geo 
Pocket simultaneously in Japan and the rest of the world. The 





eee feta 
7 Mat een eee eGo Cee eee RC A Will SNK be developing 2D fighting games for Dreamcast? It’s staying quiet for now... 


PA eS Ce Yala 


INTERVIEWE 








ciclo ef ashe) 4 
A Metal Slug 2: A great shoot ’em up sequel and possibly SNK’s finest hour. A There are few companies with a fine 2D pedigree - SNK is one of them. 


foreign release may be a little behind the Japanese release. hardcore gamers who liked beat ‘em ups bought it. However, it was Pee rear 
costly so we made the Neo Geo CD which was more affordable. By animation and tongue-in-cheek 
Pau Ae ee OR UREN IC LCE TLIC Rg Le Lee) action proved to be a real hit 
NH It depends on a case by case basis. For example, fighting games, EY RR USE eee ee RRR US PUR GU O 


CS efelae ee eee RU Beceem Cele eRe) eos Pe RRR RUC Cee eee el RL OCS 
However, Japanese specific titles, like Mahjong, will only be available _ will compete against the Game Boy, but at the moment it doesn’t 
in Japan. There will also be specific games that will only be created have any influence on the Neo Geo Pocket. 


EMC ROM UROL 


NH It certainly has a large market share, but the Neo Geo Pocket’s OPN a mee Remeron oa eso 
target audience is slightly different to the Game Boy's. First, we AoW eR Wem EN ee nec me a eer) me LI 
released the Neo Geo as a cartridge system. It was expensive, but Wee ROC ele cee eno 





A Metal Slug art: SNK’s 
EU CECA Ee OTL 
PET SR CTE UMUC 


UL eal | 






















A Samurai Shodown 64: Powered by the Hyper Neo Geo board. 


A A Saturn version is possible, but SNK is adopting a ‘Wait and See’ policy. 


SOMBRE CRC RCO RUC tee COR ead Cieg 
NH We're currently in the middle of development for the 
hardware system. Although the general shape has been 
fixed, the final design for the case hasn’t been decided 
yet. We'll probably announce what it will look like 
sometime before the Tokyo Game Show in October. 


NH At this point there are three directions for SNK. One is the 
arcade market. Up to now we've been using 16-bit hardware 
and software, but last year we moved up to 64-bit. We're still 

in the process of experimenting with the technology, but at 

least we've had a go at it. For SNK, it was our first attempt at 
building a dedicated cabinet for Road’s Edge, which was 

CV tae en AM Le lS 

when it comes to developing coin-ops like this, but we're 

aiming to become more like Sega, Namco and Konami by 
creating more dedicated cabinet games. We want to increase 
our market share both at home and abroad. The next 

Clientele eR eee A anneal 

we have several Neo Geo World amusement parks where 
people can play not just video games, but also billiards and 








PY 


=~ 
ORR CCR eee use Ct) 
Geo Pocket like the Game Boy? 

LT ACen a cll melt ela Miele ole mel mee) elt em co} 
choose from. 


SSM Can you tell us how SNK will develop as a company in 
the future? 
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A King of Fighters '98: SNK is back on top form with this awesome arcade smash! A Are you listening SNK? We demand a 3D version of King of Fighters on Dreamcast! 


“ would slow down considerably. So we would want to 


oN aM MONT COMME Melita dea eo la eee 
avoid this as much as possible. 


a 
the most difficult area for us. With the Neo Geo Pocket we want to § 
expand out from the standard core users and widen our market to iy 
SSM Are you planning to produce an RPG? 
eRe Le nee tre 
\ fighting equals SNK. However, we aren't specifically a 
i 7 fighting game company. We've already made a driving 
; R game and we're trying various new things as well. 


paren 


SSM Since you’ve already ported Metal Slug to the Saturn, 
PUG Mee ee ee meld 

NH Although the graphics engine is the same, the amount of 
Chic Meu ashlee ce ecb 





Rm ROR CRC UBC ae eas | 
Samurai Spirits RPG? 
eee eRe Rl RL RoR) 
NG uem ae ree ono mete leci)ole- leon La 

: ee ees eRe) leat mel) aN eur} 

te Besar) em aren ela roe ere RoR 


project is now being applied by to new products. 





elec Na CMa NUR Col Ri dile eRe lee eee} 
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SRC ee an 
CUA EULER 
import and is one of the 
Puree aa 
CR 
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INTERVIEW 





Sig's 


™  Opee again, SEGA SATURN 
present yet another indepth 
neniuses at Sega. This 


RATTLE OW THEEDGE, with Daytona USA 2. 


When Daytona USA was released four years 
ago, it was an arcade sensation, setting the 
standard for driving games. With stunning graphics 
and superlative gameplay, it was an instant hit that no 
other coin-op racer has even come close to equalling. Now, with 
the power of the Model 3 Step 2 board at their fingertips, AM2’s 
elite developers have produced a sequel that actually surpasses the 
original. SEGA SATURN MAGAZINE had the opportunity to speak 
EXCLUSIVELY with Daytona USA 2’s Director, Makoto Osaki, and he 
revealed the reality behind the team’s racing legend. 








eT ee 
MO | worked on both the original Daytona and Scud Race as did a 


few others. In all there are about half a dozen core members, includ- 
ing two programmers and two designers who have remained the 
same. The others came from the Virtua Fighter 3 team. Most of them 
didn’t have any knowledge of driving games, so yes, e 
there were a few problems. One case in point is that they Sa MO There are only three basic NASCAR cars: the Chevy 
didn’t know what made a good circuit. For example, on _ eae , <4 Monte Carlo, the Ford Thunderbird and the Pontiac 

a beginner course you can’t start off with a sharp corner Grand Prix. Our cars are very similar, but since we 

- you have to have a gentle curve. They weren't familiar couldn't copy them we just took their best points. 
with this type of thinking, so we had to teach them the The car size specifications are fixed, so we used the 
basics of driving games. However, although they kind of information available in specialist motoring 
didn’t know much about driving games, they had magazines and books. We didn’t receive any data 

a lot of experience in motion design. In all our from the car makers. The first car we designed was 
race games up to now, such as Scud Race and the normal one. Then we changed the easy car to 
Daytona, there haven't been any people - just cars make it look more ‘driver-friendly’ and then the expert 
and the course. However, the VF3 team and their car to make it look more ‘racey’. There are another two 
motion knowledge allowed us to put numerous variations for the enemy cars. For the sponsorship 
animals and people into the game. For example, all stickers we looked at the real NASCAR decals, but obviously 
the motion in the pit crew scene was done by just one VF3 we weren't allowed to use them so we had to create false 
person, all by hand. ones that looked real. They don’t tend to use pastel colours in 
America, they like strong vivid images such as red and black. We 
basically created our own stickers with a distinctive look. 
















MO When we started development, we knew roughly how many 

polygons we had available for each part of the program. Then the 

designers decided how many polygons to use for each car. Of course the 
player's car has far more polygons than the enemy cars but it’s closerto >> 
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>> the screen so you need to be able to see detail. There are too many 
enemy cars to give them all a lot of polygons. Overall, the cars in 
Daytona 2 have five times the number of polygons that the original 
Daytona had. We didn’t use any of the Daytona USA data as a reference 
for this game. We started from scratch and redesigned everything. 


SSM What's the biggest challenge with having forty cars racing 
around the track at the same time? 

MO Well, the game's program has to control all of 

them including all of their crashes, but this 
time each car has a damage parameter as 
well. If it exceeds this by a certain level then 
it has to retire. With this much data to 
handle, the CPU is being made to work very 
hard. Obviously the cars you can’t see don’t 
require as much computation as the cars that are 
close to your vehicle. However, the CPU is still handling all 
the cars all of them time. It has to otherwise the game would 
become a little strange! 


SSM During a typical game, how many times would the enemy cars 
crash or be forced to retire? 
MO It’s not fixed, it depends on the player. If the player is aggressive 
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A Director Makoto Osaki takes time out to talk to Sega Saturn Magazine. 


and smashes into a lot of other cars then their hit points will be 
reduced faster. However, if the player is gentle, it’s going to be difficult 
to make cars retire so we also have a random factor as well. 
Sometimes we have to be bold and make a crash happen right in 
front of the player. The reason for this is that if it happened 
somewhere else on the course then the player wouldn't see it 
and it would be boring. It doesn’t happen very often, 
but it makes the game more interesting. If you 
want to send your own car somersaulting into the 
air then the best way is to crash into the circuit 
wall. However, you need a sharp angle to achieve 
this - hitting side-on won't do it. In addition, you 
need to be travelling at over 280kmh. Anything less 
than that and you'll just damage the body work. In fact 
there are six crash patterns in Daytona USA 2 which depend on your 
speed and impact angle. 


SSM Are the cars’ Al the same as in the original Daytona? 

MO We really had to improve the intelligence of the cars. 
Unfortunately, we didn’t have an opportunity to do it for Scud Race, 
but Daytona 2 was a different story. For example, in a real race, when 
you tail-slide around a corner, there’s the danger that another car 
will slam into your side and send you into a spin, but we can’t allow 
that in this game. If you crash into the car in front of you then it’s 
your fault. You can see it coming, but if you’re hit for no reason from 








the side then it builds up the player's stress. Achieving all of this was —_and doors ripped off, but we couldn't let the doors be removed 
very hard because we had to change the car’s direction and speedto —_ from the user’s car because we didn’t want the player to be able to 
avoid players. Each enemy car actually possesses its own steering see inside the vehicle. This was because we didn’t have enough 
wheel, brake and accelerator so they move as if they're actually being _ polygons left to represent the inside of the car in detail (laughs)! 
driven! In Daytona they didn’t do this, but now all the cars’ entire 

motion algorithms are computated precisely so that they don’t SSM The courses are very realistic. Did you go to any real locations 
perform strange driving patterns. If they try to manoeuvre too fast in order to research them? 

they'll spin out of control. In Daytona, each car had its own three MO In July last year, we went to Orlando, Florida to the 
spacial dimensions, so they could end up suddenly making all Daytona International Speedway to see a race called the 
kinds of strange driving lines. Firecracker. Next to that circuit is the Sega Speedway 
where they have a Daytona USA special set-up. At 
the event we used a shotgun microphone to 
record some passing car sounds onto DAT. The 
intermediate course is a theme park so we 


AM R:.D DEPT. #2 ent to Disney World and Universal Studios. In 








SSM How many different CG damage patterns 
are there for the cars’ bodywork? 

MO |'m glad you asked me this question, 
because, it’s infinite! The reason for this is 


that all the crashes are calculated properly. The particular, we liked the SFX attractions like Star 
CPU computes where the car is hit, the vector of impact, the speed _— Tours and especially the Terminator 2 ride where you wear 3D 
of the cars and the curve of their driving line. From this we then glasses. We liked the Jaws ride too. That’s one of reasons there’s a > 


know how much power the crash generated and thus the amount 
of damage inflicted. Depending on the amount of damage, the 
smash pattern is different. In addition, each part of the car has its 
own damage points so only the hit area is affected. In Daytona, the 
crashes were just a complete CG pattern change, but in Daytona 2 
it’s a full simulation. The only difference between the enemy cars 
and your car is that the enemy cars can have their bonnets, fenders 
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shark at the start of the course! 

After Florida we went to a course in North Carolina where we 
had a racing experience with a professional driver, similar to the 
Motegi event we held this year. We were driven around the course in 
stock cars almost as powerful as the real NASCAR ones. We recorded 
some more car samples from inside the car there as well. Finally, we 
went to New York where we visited various places like Central Park 
and looked at all the skyscrapers. We've always wanted to have some 
really high buildings in Daytona, but the Model 2 spec wasn’t 
capable of it. To tell the truth, someone else at Sega did have an idea 
to do a New York Grand Prix game, but it didn’t come off so | thought 
we'd do it for Daytona 2 instead. 


SSM What were your initial ideas for the courses? 
rece of all, there were two things | =, 

efinitely wanted in the game - the “@ 
swinging viking boat and the high-rise es 
buildings. Even before we chose the Ks, As 
theme-park as the intermediate course, | 
really wanted to use the viking boat 
somewhere in the game, but it would’ve 
looked a little out of place on a normal circuit. 
The tall buildings were fine for the city course, so | 
didn’t have to worry about where to put them. One idea 
we had, which we couldn’t use, was for the Egypt course. | 
wanted some ancient place with Jiggurats and pyramids, but we 
had already done something like that in Scud Race with the 
Mayan zone. | thought that since one was South America and the 
other was Egypt it would have been okay, but they are both 
ancient places and are too similar. We couldn’t make a game that 
copies something from another game. 





SSM Were you only able to do such great CG in Daytona USA 2 
because of the new Model 3 Step 2 board? 
MO That's right, you couldn’t do this on the Step 1 or Step 1.5 
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because their pixel fill rate and rendering power is insufficient. The 
number of polygons is no different, only the number of polygons 
you can put on top of each other has changed. This means that 
effects like the smoke, fire and sparks are now all possible. Of 
course, it’s not just the hardware. The Daytona USA team were the 
first people to use the Model 3 because they performed all the bug 
tests. Amongst them are some real Model 3 maniacs and they 
absolutely love everything about the board. Our team has the 
highest number of Model 3 specialists at Sega. Actually, 
the Model 3 is very easy to use and we're now 
completely accustomed to using it. 


SSM Are there any special hidden features 
in the game you can tell us about? 
MO | can’t tell you how to do it just yet, 
but you can play the game both in 
Reverse Mode and Mirror Mode. Reverse 
Mode is the most interesting because you 
can see some special features in the scenery that 
you wouldn’t usually see when you drive the right way around. For 
example, the tunnel mouth leading to the rollercoasters is actual- 
ly shaped like a giant penguin and Dracula’s Castle is replaced by a 
big pair of evil looking red eyes. You'll enjoy it! 


SSM Finally, what do you think sets Daytona 2 apart from other 
racing games? 

MO Crashing into cars is great fun in Daytona 2, so | really 
recommend that you play using the link-up. Fighting your friends on 
the race track is really enjoyable. You should also try using the drift 
and power slides as these are the keys to mastering the race and 
getting a fast time. Finally, try playing with all the cars. The easy car 
may seem simple, but getting first place with it is hard!! We really 
hope you'll be able to keep enjoying Daytona 2 for a long time! 


S e_ raeeAl 
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A Only the amazing 
power of the Model 3 Step 
2 board made Daytona 
USA 2 a reality. 





A Thanks to AM2 and Mr 
Makoto Osaki for sparing 
the time for this interview! 
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ay PSIKYO/ATLUS In Japan, 2D titles are still the tops. With Capcom's 
nist | OUT NOW ravers | heat ‘em ups and Konami's Castlevania X selling like 
waawne | [ence [import|| #4 | hot cakes, newcomer Psikyo hops on the bandwagon 












































wa _|[smt | 20sHooremur | With a pretty impressive scrolling shoot ‘em up. 
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ith a flood of quality 2D games hitting 
the Saturn recently, players are spoilt for 
choice by the sheer volume of import 
titles that fall into this category. 
Fortunately, for those of you lucky enough to own 
Sega’s 32-bit wonder, this is an area 
where the Saturn excels. 
If the name Psikyo rings a 
bell, it should do. This dedicated 
Japanese developer has been pro- 
ducing solid console titles for a 
number of years now, although 
none of them have ever been picked 
up for release over here. Regular read- 
ers will have encountered Psikyo’s 
work with the 2D beat ’em up, 
Groove On Fight, as well as the 
forthcoming coin-op, Fallen 
Angels. Sol Divide sees the compa- 
ny on familiar ground, with an 
impressive mix of fast-paced shoot 
‘em up action and screen-hogging 
end-of-level bosses. The game 
immerses players in yer typical fantasy 
environment, complete with monsters, 
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A It’s another impressive Saturn import title, folks. 



























magic and er... musclebound men 
with ridiculous hero names like Vorg 
and Kashon. 

Selecting either Arcade or 
Original Modes launches your chosen 
hero into an epic, side-scrolling battle 
against the forces of darkness. 

Gameplay is fast and fluid with 
multiple on-screen enemies 
unleashing all manner of energy 

leaching attacks, before players 
tackle massive stage guardians. 
Typical shoot ‘em up elements are in 
full effect as players have basic shots and 
weapon strikes at their disposal, with 
more visually impressive magical assaults 
collected along the way. By blasting crea- 
\ tures, picking up the treasure chests they 
leave behind and then unlocking these 
with the correct keys, players soon gain access to 
graphically staggering powers. And you'll need 'em. 
Other items may also be collected, such as 
potions and health icons, yet some of these often 
have a negative effect on a player's health. Knowing 
which icons to pick up and avoid proves almost as 
troublesome as some of the creatures encountered in 











_ - r ¥ 
A Keep yours eyes peeled for power-ups and magics. 


DUNGEONS & DRAGONS 


Sol Divide’s most impressive feature has to be its 
amazing animated bosses. Seemingly inspired by the 
legendary Ray Harryhausen’s stop motion monster 
models, these creations are often so huge that they 
dwarf players and are actually larger than the screen. 
We’ve seen towering end-of-level guardians before, 
but the fact that these gory giants are subtly animat- 
ed and move with a speed that belies their bulk is a 
testament to Psikyo’s programming skills. No need 
for any 4MB cart here... Sol Divide’s menagerie shows 
the power of the Saturn in full effect! 
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the game’s latter stages. Speaking of which, setting 
the game's difficulty to the easiest (the bizarrely 
labelled “Monkey”!) and opting for a spot of two play- 
er team-up action enables even the most talentless of 
gamers to blast through to the final end-of-level boss 
in no time at all. Lee, take note. 

Recent 2D scrolling shoot ’em ups have either 
been retro blasters or space-based battlers, but Sol 
Divide's fantasy spin actually gives this title a personali- 
ty of its own. At first glance we were convinced this 


Sol Divitle MiXeS classic 2D scrolling shoot 
‘em up action with COO! fantasy elements. 


asad 





NOW THAT’S MAGI 





Players begin the game armed with only basic 
weapons and rapid fire shots. While these skills are 
certainly sufficient enough to cope with the game’s 
initial battles, later stages require slightly stronger 
powers. These arrive in the form of some amazing 
elemental abilities contained within ancient chests. 
By unlocking these trunks, with the the correct keys 
of course, players gain the ability to rain various mag- 
ical attacks down on unsuspecting foes such as fire- 
balls, thunder & lightning, wind and meteors. 
Additional spells include the fiery phoenix, devastat- 
ing summons and self-explanatory death attacks. 






was just another indeci- 
pherable Japanese offering. 
However, time spent with 
Sol Divide actually leaves 
you wanting more of the 
same. From challenging 
levels and creatures to a 
complete lack of slow- 
down and cool spells, Sol 
Divide proves its mettle. 

Of course, additional 
levels, playable characters and 
fully rendered endings wouldn't 
have gone amiss, but maybe 
Psikyo could squeeze these fea- 
tures into a Dreamcast sequel? 
Fingers crossed... 


A Death rears its ugly head at the hands of the mighty 
Vorg. No prizes for guessing what this attack does. 
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Y SEGA The latest addition to the popular Sega Ages retro label 
nist | OUT NOW ewes | I$ @ Conversion of the 1988 Super Scaler coin-op, 
nunowne |[ race [port] ff | Galaxy Force Il. But can it still cut the mustard a 

nwa _|[sme | 20sHooremur | fecade on from its original release? 


Galaxy Force il 


e’ve quite literally had our senses 
shattered here at SSM this month with 
the arrival of Treasure’s incredible 
Saturn conversion of its fantastic shoot 
‘em up, Radiant Silvergun. Comprising totally 
addictive gameplay and spectacular high resolu- 
tion 3D visuals, it’s a game that simply must be 
experienced to be believed. Then of course there’s 
Galaxy Force Il... 
Alright, so it’s a bit unfair to compare the two 
shoot ‘em ups, considering that Galaxy 
Force Il is a decade old now. Way 
back then they didn’t have 3D 
graphics, not proper ones 
anyway. No, they had sprite- 
scaling instead - the process of 
shrinking and enlarging sprites to 
create the illusion of objects mov- 
ing towards and away from the 
player. As you'd expect, Sega led 
the way in the use of this tech- 
nology with its Super Scaler 
chip set - the Model 3 
of its day. This A 
A A decade on, Galaxy Force li is beginning to show its age. technology 
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A Not the Super Scaler technology at its best. 


enabled Sega’s talented R&D departments to 
spawn a fantastic wave of 
coin-ops that we’ve all come 
to know and love, amongst 
them the classic Out Run, 
Afterburner, Thunder Blade, 
Super Monaco GP and Hang On. 

Of course, they all look a bit crap 
and dated now, but they were mightily impres- 
sive at the time. And that, after all, is the whole 
point of the Sega Ages label - to bring home the 
classic coin-ops of yesteryear to all you lucky Saturn 


iy may look a bit dated now, but Galaxy owners. The problem is though, Galaxy Force II isn’t 


exactly what you'd refer to as a ‘classic coin-op’. 


Force Ii was MIGhtily impreSSive a decade ago. # 0+. 


The game itself isn’t too different from the 
deluge of blasters around at the time, with the 





SCORE 662300 


ENnERGuU 
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same style of ‘advance into the screen blasting every- 
thing that so much as moves’ gameplay. Fair enough. 
But whilst this provided Afterburner with the white- 
knuckle thrills ‘n’ spills that made it such a classic, 
the action in Galaxy Force II plods along at a frustrat- 
ingly sedate pace and with unerring predictability. 
There’s little variety between missions to speak of 
and the action is just plain dull. Technically it’s profi- 
cient enough for the era (though not a patch on 
Afterburner) and the difficulty level means that it’s 
no push-over either. But as a shoot ‘em up, Galaxy 
Force lacks the pace and adrenaline-inducing 
excitement to be a hit. 


So is it actually worth tracking down a copy of 
Galaxy Force Il on import? Well, not really. Yes, retro 
fans will probably go completely gaga for this blaster 
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Sega is well noted for its innovative 
arcade cabinet designs - witness the 
Afterburner and Lost World coin-ops. 
Galaxy Force II was no exception, with 
a rotating hydraulic cabinet ensuring there 
was always a constant flow of screaming kids 
waiting to have a go on it. But in all honesty, it was a bit 
crap really. It’s all very well rotating around 320 degrees, 
but there really should have had some sort of ‘tilting’ fea- 
ture to recreate the sensation of your craft banking to the 
left or right. A missed opportunity methinks. 





Score 


285480 
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A GF Il employs the same lock-on targeting as Afterburner. 


from the past, but today’s gamers want a bit more 
from their Saturn shooters. Galaxy Force II is not a 
terrible game by any means and if you're really into 
your retro titles it could well be an essential pur- 
chase. But for those of us just trying to keep our 
Saturns alive by skimming the cream of the import 
games, there are far better games to splash your 
hard-earned cash on. 





Five Sega Ages games we'd like to see: 
1. Star Wars Arcade 

2 Super Monaco GP 

3. Hang On 

4. Enduro Racer 

5 Thunder Blade 


A Galaxy Force Il lacks the pace and excitement to rival 








AM2’s fantastic Afterburner coin-op. 
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It’s not all hi-tech japery and laughs aplenty here at SEGA SATURN MAGAZINE. Nope. We’re having a ‘quiet period’ at the moment, which 
means that the most fun we have is gluing £1 coins to the pavement outside in a perverted attempt to get young secretaries to bend over. And 


CORO RCo EC eee mee A Ee aoe om aCe oma aCe Buc mmc 
to send them to: VIRTUA WRITER, SEGA SATURN MAGAZINE, 37-39 Millharbour, Isle of Dogs, London, E14 9TZ or email us at 





Meher Rus cls Muy Ramee Hae Cy Oo bie 


DEAR SSM 
After having read issue #33 of SEGA SATURN MAGAZINE 
from cover to cover, | felt | had to write to yourselves and 
raise a few points that have not been covered by other 
readers and | have to get them off my chest. 
After the Mega CD, 32X and now the Saturn cock-ups, | per- 
sonally will not be buying Sega’s new machine straight 
away as | have done with the above. | will be adopting a 
wait and see policy. And if the PlayStation 2 turns out to be 
comparable with the Dreamcast in terms of price, quality 
of games and so on, | will be going for the PlayStation 2. 
Alan Winter, Newcastle 


LE, Then you'll be waiting a very long time. 

if Conservative estimates are that the PlayStation 2 
won't be released in Europe for at least another 2-3 years. By 
which time you'll be too old to play games. Probably. LEE 


DEAR SSM 

Firstly I'd like to congratulate you fine people at SSM for the 
fantastic Dreamcast coverage. If it wasn’t for you guys con- 
tinuing to support Sega, | don’t know where | would have 
gone to find out all the juicy bits of information on the 
wonderful 128-bit machine. I'd also like to take this oppor- 
tunity to say thanks for your unrelenting support of the 
Saturn. It may have been overtaken by the PlayStation and 
N6q (which | also own and purchase mags for), but SSM is 
by far my most anticipated monthly read. Thirdly, your 
review of World League Soccer ’98 was absolutely spot-on. 


DEE em CRS aC MUU UE 
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Even now, weeks after the release of the game, I’m constant- 
ly amazed by the PC-like graphics and brilliant gameplay. If 
anyone doesn’t own this game and considers themselves a 
true gamer, you should be ashamed of yourselves. 
On a different note entirely, following David Beckham's 
abysmal performance against Argentina, may | suggest an 
alternative career for the talented Manchester United foot- 
baller as the latest addition to the ailing Spice Girls pop 
quartet perhaps? 

Alan Ramsey, Southampton 


ME, Yeah. Waste o’ Spice. LEE 
if England vs Argentina was 
THE game of the World Cup for 
me... until ‘Becks’ cocked it up 


for all of us. Regardless, - 


we'll be back come Euro 
2000, and we're gonna 
need the boy Beckham, as long as he 
can hold his temper. RICH 
“nt 
DEAR SSM 
| am very disappointed in your July issue, as | 
was looking forward to your tips pages, but 
there was nothing in it on World League 
Soccer ’98. | am looking for some cheats so ory 


that | can actually play against the computer, 

because the programmers have not put any levels of play in 
there making it impossible to score against the computer, 
but the computer always scores. | keep getting beaten 8-1, 


How the mighty have fallen. France 3 - 0 Brazil. D’oh! 





10-2 and other similar scores. | know what you will say, | am 
a bad games player, but that’s beside the point. | still want to 
beat the computer, fair or foul. 

Mr Livingston, Surrey 


ALE, WI1S’98 is probably the most realistic and therefore 
LP challenging football game on any console to date. 
The clever programming chaps have staggered the gameplay 
in an authentic way, so that the rubbish Premiership teams 
can be beaten with relatively simple passing games, where- 
as the more respected teams take a great deal more inven- 





tion to beat. Unlike more arcade-style football games, 
you're not going to be able to do this straight away, rather 
it takes a whole lotta practice and perseverance. But hey, if 
you're that desperate to win matches “fair or foul”, your 
best bet is to set up a two-player match (and here’s the 
clever bit...), but actually play the game alone. Only a com- 
plete idiot would fail to score. Or a rubbish games player. 
Which you clearly are. LEE 


Dear SSM 
| have been buying your mag for a couple of years now 
(since | got my Saturn) and have recently got hold of issue 
#33. Having read the pages about Dreamcast and also 
reading it in GamesMaster, | am starting to get cheesed 
off! | don’t know whether to buy a Dreamcast or 
PlayStation 2. I'm not against Sega or anything but 
) the Saturn and 32X died such a sad death and the 
PlayStation is doing really well. | think | might buy a 
PSz2. Please tell me your honest opinion on this situation 
and don’t just say Dreamcast because you work on the 
official mag. 
Matthew Deerier, Lancs 


ALE, So you want me to tell you if the PlayStation 2, 

if which hasn't been announced yet, no hardware 
specifications have leaked out and is unlikely to be 
released for another two years, is better than the 
Dreamcast? As Rich might say “my crystal ball is a tad 
murky.” Ask us in a couple of years time. LEE 


DEAR SSM 
Greetings fellow Sega-philes. As you said in your last issue, 
these are exciting times for Sega enthusiasts, with some 
excellent Saturn games and all the exciting Dreamcast 
news filling the pages of your illustrious mag. | personally 
can’t wait for the new system to arrive, but certainly won't 
be trading my Saturn in for a PlayStation in the mean time, 
as | suspect many Saturn owners might. No sir. I've man- 
aged to resist the pull of Sony's marketing machine and 
call upon fellow Saturn owners to unite in this cause. The 
point of this letter is that | was reading your interview last 
month with Sega’s top dog. In there he made a couple of 
references to PlayStation 2 and how he intends to take the 
advantage before Sony launch it. Am | to conclude from 
that statement that Sony is working on a PlayStation 2 con- 
sole to rival Sega’s Dreamcast? 

Mark ‘Iceman’ Powers, Ireland 


Your powers of deduction are truly amazing. No really. LEE 


DEAR SSM 

The UK Dreamcast MUST come with a modem. It is totally 
unfair that Sega Europe denies us these things of utmost 
importance. | have played DeathMatch Quake, and it gives 
you great pleasure to know that when you kill someone 
they are kicking themselves at the other end. If the modem 





isn’t brought to Europe, the OS will be a waste of time, and 
the PC will have that vital edge over Sega. Also, how do you 
reach the buttons on the VMS when it is plugged in? 

Chris Walker, Scotland 


ALE, it would be a sad day indeed if Sega Europe decid- 
iF ed not to release the Dreamcast modem over here. 
But it’s not like Sega has categorically ruled out the idea or 
anything, it just hasn’t been confirmed as such. We reckon 
it more than likely will make an appearance in the UK, 
whether it’s bundled with console (as in Japan) or sold as 
separately as a peripheral. As for the VMS, it’s likely to be 
operable via the control pad once it’s plugged in. LEE 

Duh! You don’t NEED to use the VMS buttons once it has 
been plugged in... despite its mini- console status, it 
remains little more than a memory card... albeit one with 
enormous knobs on. RICH 


SEGA HAS GOT IT RIGHT 
Dear SSM 

I've been avidly following your coverage of Sega’s new 128- 
bit machine and have to say that there is one thing in par- 
ticular that is bugging me - its design. I'm not talking about 
its internal architecture, as clearly Sega has got things right 
this time, listening to what developers want from a con- 
sole and then carrying these instructions out with a com- 
petent array of backers (NEC, Microsoft etc). No, my prob- 
lem is with the casing. It seems to me and many of my 
friends that Sega simply ran out of ideas when it got to 
that part or just knocked something up for the May show 
and stuck with it. It may be small and very compact, but to 
the casual eye it looks exactly the same as a Nintendo 64 
or a PlayStation. Even the colour schemes are very near to 
each other, and this is a matter of much concern. | hope 
some sort of alternative casing can be produced in time for 
the European launch next year. 


=, Yes. Their likeness is truly uncanny. LEE 

iF Except that Dreamcast is white while N6q is 
black and PlayStation grey. Truly, there are greater 
matters to be concerned with... like software, for 
instance. RICH 


A STALKER WRITES... 
Dear SSM 
Congratulations on producing the best games 
mag around. I'd just like to say that your 
Dreamcast coverage has been absolutely 
superb. And as Rich said in the last issue, 
SSM really has become the only place for 
Dreamcast news. | must say | was slightly 
disappointed at the lack of software shown 
for the system, though it’s obvious that 
Sega is keeping things under wraps until the 
software is complete. Come October time, the 
whole world will surely fall to its knees in awe at 
Sega Rally 2, Virtua Fighter 3, Scud Race played 
over the Internet. | can’t wait. By the way Lee, did 
you enjoy your holiday in the Mediterranean? 
James Ross, York 


That's a bit over-familiar. You're scaring me. LEE 


CHEAP IMPORT GAMES HERE! 
Dear SSM 

Hopefully without upsetting some of your advertisers too 
much, there is a solution to J Bright and A Crowther (from 
July's SSM) complaint that imported games are too 
expensive. Why don’t they import them themselves? 
| returned from the States about six months ago 
with my US Saturn so | had little choice but to buy 
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imports. But | order them from the States via the Internet. 
Games are much cheaper in the US so even Jap imports 
don't cost much more there. | recently got House of the 
Dead and Panzer Dragoon Saga sent over and they arrived 
in four days and it cost me $101.60 which is around £62. 
That's only £31 a game including delivery to my own front 
door! Even Japanese Capcom games with the RAM cart 
bundled in only cost around $70 in the US. Online US 
importers can be found on the links pages of most decent 
Saturn web pages and most readers must have some 
access to the Internet. With the Internet, a credit card and a 
few minutes you can offset the price of your Saturn conver- 
sion by buying two games! Makes sense to me! 

| use ‘The Rage’ at http://www.therage.com and they have 
never failed me, but readers will be able to find their own 
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online importer with a little leg work. | hope you do print 

this in some form or other as it could save people a lot of 

money and heartache when they can’t find the game they 
want in the import stores! Great mag - loved the 

Dreamcast coverage! 

Tom Holmes, via email 


MEE, My good God Holmes, you've done it 
iF again! LEE 
If you have Internet access it’s worth a go... 
your import woes could suddenly trans- 
form into a rapturous shopping expe- 
; rience in the blink of an eye, but for 
_ the vast majority of SSM readers 
who aren’t on the Net, importing 
remains an expensive, yet worth- 
while proposition. Especially with 
games like Castlevania X and Radiant 
Silvergun about. Do it! Do it now! RICH 


WANTED: DEAD OR ALIVE 

Dear SSM 

Well what can you say? According to Sega 
Europe, there is no demand for Dead or Alive, 
except that created by SSM. If that is the case, 
are SSM now employed by Sony as | now see 
Dead or Alive is to be released by PlayStation, 
Sega got there first and blew it. A simple conver- 
sion to Europe standard and Sega again manage 
to let loyal Sega followers down. We try to buy all 
the official software and avoid the imports if at all 

possible, to support further releases, but when 
something like this happens we may as well have 
Saturns fixed as standard with a country conver- 
sion switch. Alternatively we all go out and buy a 
PlayStation where Sony seems more willing to sup- 

ply the public with what they want. With the 

forthcoming release of Dreamcast, | wonder what 

marketing strategy Sega will undertake? 
5S Harper, Grimsby 





Dear SSM 
| know you've been encouraging your readers to get 
their Saturns modified at import shops, but really, 
there's no need. It isn’t all that difficult to do it yourself. 
Just remove the outer casing from the Saturn, get hold 
of the necessary switches and fit them yourself. It’s 
really simple, honest. 

Dean Gregg, Kent 


There you go readers. Don’t bother with the traditional 
rope and razor blades. Dean here has a surefire way of 
killing yourself. Remove the Saturn casing, stick a screw- 
driver in the works and run 240 volts through your body. 
Nice one (joke). LEE 

So unplug it first, obviously. Seriously, you can get a self- 
modification FAQ from the Internet, but unless you can 
solder and feel confident drilling holes into her Saturn 
casing, leave it to the professionals. RICH 


Dear SSM 
| have seen Lee Nutter in London Zoo with his furry 
mates. The weird smell in the office could be coming 
from Lee Nutter too. 

Chris Mulhern, London 
PS | hate Lee Nutter 


Ooooh.... get back in the knife drawer. LEE 
It’s funny because it’s true. RICH 


Dear SSM 
Tell me, is Lee Nutter really leaving SEGA SATURN 
MAGAZINE? | think this would be a terrible shame for 
your magazine. Is Rich just being tight with the budget 
or something? 

Andrew Morgan, Liverpool 


No and yes. LEE 
No, Lee isn’t leaving and yes, it is a terrible shame. RICH 


Dear SSM 
As well as including NHL teams, why doesn’t Sega and 
EA include our own native ISL (Ice Hockey Superleague) 
in their respective ice-hockey games, as it has seen grow- 
ing support over the last couple of years and is a lot 
more popular than badger baiting which you compared 
it with a couple of issues ago. 

Tim Griffiths, Bristol 


You'd be surprised how popular badger baiting is round 
our way. LEE 


Dear SSM 
After seeing your pics of D2 on the Dreamcast in the last 
issue, | was a little disappointed because | could see from 
the still pictures that the animation was rubbish. | know 
it’s early days still, but if you look at games on N6q like 
NWO vs WCW or All-Star Baseball the animation is 
absolutely BRILLIANT. 

Ben Smith, Ipswich 


So you could tell from the still pictures that the anima- 
tion was rubbish? A contradiction in terms, surely. LEE 
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ML, Yep. Sega Europe's reluctance to splash the cash 
and licence Dead or Alive is a blunder of unparal- 

leled proportions... LEE 
.. But the bottom line is that Sega is saving all of its cash 
for a triumphant Dreamcast launch. It’s called “long term 
planning”. Sure, it pisses us off in the short term, but next 
year the “leopard will reveal its true spots” and “the glove 
will be on the other foot” to quote Sega Europe's Mark 
Maslowicz. Oh, my god... we're doomed! RICH 


VF3 FOR DREAMCAST OR SATURN? 
Dear SSM 
After reading issue #33 of your fine magazine, | thought | 
would write and tell you my views on the new machine. | 
have been a big fan of Sega since the Master System was 
released and now own a Megadrive and Saturn. The new 
machine looks fantastic and can't wait for it’s grand release 
early next year. The 128-bit console looks set to grab back 
Sega's great past, with games like Sega Rally 2 and Echo 
the Dolphin. As | saw in your interview with the Sega presi- 
dent in issue #33, | liked the idea of how Mr Irimajiri had 
sensors attached to his face and the facial mannerisms 
were captured. The idea of an interactive face is great! 
Although | couldn't believe at first that the Dreamcast 
could beat Model 3. 
In the near future, | hope to become a computer program- 
mer and work alongside Sega, although | realise that my 
chances of this are slim to nothing. | wish Sega the best of 
luck with its new machine in the future. By the way, any 
news on whether VF3 is arriving on Saturn or Dreamcast? 
Grant Stubbs, Yorks 


=, No news on VF3 yet. But we're expecting Sega to 
Ff make some big announcements in August or 
September, so hopefully we'll know more next issue. LEE 


WHAT'S THE DELAY? 
Dear SSM 
On the subject of evolving the magazine and covering 
the new Dreamcast machine more, the answer is surely, 
“yes!” We can’t go on talking about the Saturn for anoth- 
er 15 months and it would be stupid not to give as much 
information on Dreamcast as possible. Issue #33 of SEGA 
SATURN MAGAZINE was really good, better than the last 
two partly because it featured a lot of Dreamcast shots 
and information. 
I'm a bit annoyed at the time gap between the Japanese 
and UK releases as | see myself as a bit more than a casu- 
al gamer and | am very tempted to get it on import. The 
thought of an arcade perfect version of Virtua Fighter 3 
(in any language) is surely a good enough reason to buy 
one on import. 
If | get the PAL Dreamcast where will that leave me? | can 
cope with the flow of games just now (given the high 
quality of UK releases and imports), but what about in six 
months time? You can’t seriously tell me that the number 
of games coming out will be as high as it is now and I'm 
not getting a PlayStation or N64 and | don’t have the 
money to really keep up with the PC games scene. So 
import would be the only option, but really it would all 
be easier if the release gap wasn’t soooo big. 

Adam Carrel, Glasgow 


ALE, Agreed. LEE 
But what's the alternative? Release the console 

simultaneously? Sure it would be marvellous for us who 
“dig” arcade conversions and Japanese RPGs, but the bot- 
tom line is that Sega needs a wide range of games to 
appeal to its Western audience... and they won’t turn up 
overnight, or more specifically by November. Patience, my 
friend... RICH 
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STAR WARS ON DREAMCAST? 
Dear SSM 
Id like to express my relief at Sega’s decision to produce a 
developer friendly console. Hopefully in the future this will 
mean more big name exclusives will make their way onto 
the Dreamcast instead of PlayStation all the time. 
SquareSoft should pull its fingers out and do Final Fantasy 
Vill on Dreamcast, Rare could do Diddy Kong Racing 2, Sega 
could get Namco to do Tekken 4 and LucasArts could do an 
exclusive game based on the new Star Wars prequels. By 
the way, are you all really big fans of Star Wars? 

Nigel Gregg, Maidstone 


Yep. It’s right up there with Confessions of a Window 
Cleaner and Batman & Robin. LEE 


BUR UM CULM REE ema Lb 
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ISOLD MY PS FOR A SATURN 
Dear SSM 
| sold my PlayStation because | felt there weren’t enough 
decent games and bought a Saturn. I've owned several 
consoles and have seen the Saturn described in it’s old age 
as the “Spectrum of the 'g0s”. Well, many computer game 
veterans will tell you that the Spectrum was the best 
machine they ever owned. | have no illusions - | don’t pre- 
dict it has a year left as a viable format, but what it has are 
some of the best games ever written. Does anyone think 
that original classics such as Panzer Saga, NiGHTS and 
Burning Rangers would have come from the old Sega? 
Sega’s spell out in the cold has made it a better company 
creatively and | can’t wait for Dreamcast. Some don't think 
Dreamcast can make it in the face of Sony but Nintendo, 
Atari and Sega knows that success in one generation does- 
n't mean jack shit when the next is unveiled. Enjoy your 
Saturn and its games (everybody should get their machine 
switched!) and never ever sell it... 

Alex Hardy, via email 


=, 't'sa fact that no hardware manufacturer has been 
able to maintain its market advantage from one 

generation of consoles to the next [apart from NES to Super 
NES in Japan - RICH]. That being the case, we fully expect 

Sega to retain the dominant position in the console market 


I WANNA GIVE 
POSH SPICE ONE! 
Dear SSM 
I've been thinking a lot lately 
about the dismal failure of the 
Saturn (| know it’s still doing well in 
Japan, but that’s not a lot of good to me) and what 
brought about this dramatic turnaround of fortune 
for the once mighty Sega. You'd think that with the 
incredible success of the Megadrive to its credit, 
Sega could easily have made the Saturn a force to be 
reckoned with. Clearly that just didn’t happen. 
You've got to say that Sega made several big mis- 
takes in the early days of the machine and have paid 
dearly since. 
For example, | heard that developers were sent kits 
out very late, and when they got them found them 
difficult to programme for (something for which the 
Saturn was notorious). This resulted in a trickle of 
games emerging on the system, as opposed to the 
avalanche of albeit lesser quality PlayStation titles. 
Quality over quantity is all very well, but consumers 
like choice. And where was Sonic? It took three years 
to get a proper Sonic game out, and even then it 
wasn't really what the masses wanted. We want a 
true 3D Sonic platformer. Not an old compilation 
pack or racing game, good as they were. 
Sega’s adverts were rubbish and far too infrequent 
to have make any sort of indentation on Sony's out- 
rageous market advantage. 
But I'm not getting on Sega’s back about it, what's 
done is done. I'm just happy in the knowledge that 
all of these issues appear to have been solved for the 
forthcoming Dreamcast console. Sony must surely 
be quaking (excuse the pun, but where's the 
PlayStation version of Quake?) in its boots. Yes, it’s 
sad to see the untimely demise of the Saturn, but 
the future is genuinely looking bright. Sega should 
adopt that as its motto or something. November 
2oth just can’t come soon enough for me. Six 
months and counting! 

Dave Bradshaw, Lewisham 


PS As a matter of interest, could you please tell your 
faithful readership which is your favourite of the 
remaining Spice Girls? Personally, I'd like to give Posh 
Spice one. 


Yeah, we like Posh Spice too. She won’t be head-hunt- 
ed by MENSA, but then who wants to shag Clive 
Sinclair anyway? LEE 

Posh Spice would be even better if it didn’t look as 
though she been hit in the face with a spade. RICH 
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Looks like Clive fell out of the ugly tree and hit every branch 
on the way down. He made some top computers though. 













it once held, considering the power of the machine and 
Sega's proposed strategy. I’m not sure if its “spell out in the 
cold” has made it a better company creatively though. Sega 
has always made truly fantastic games and will continue 
to do so. LEE 


DAZZLED BY PLAYSTATION HYPE 
Dear SSM, 
Two weeks ago was a turning point in my gaming life. You 
see, | was walking down a side street in my local town and 
| couldn’t help but notice that a Saturn with a £35 price 
ticket slapped on it was sitting in the window of a pawn- 
brokers. There was nothing | could do, | just had the over- 
whelming desire to buy it there and then. I’ve never been 
anti-Sega, but I'd been concentrating on my collection of 
retro import machines over the last couple of years in the 
form of a PC Engine and Neo Geo. 
That's all changed now though, | really can’t get enough of 
the machine, every waking hour is spent wondering which 
game | should buy next and counting the hours ’til | can 
knock off work and get home to get burnt to death as Tillis 
again! I've found that most of the back catalogue of soft- 
ware can be picked up for peanuts if you shop around, and 
the machine has some particularly good software being 
released for it. | bought Burning Rangers the other day and 
it's a totally absorbing and challenging game, it’s a classic 
example of what I've been missing while I've been dazzled 
by the PlayStation hype. 
I'm personally really looking forward to the release of 
Dreamcast, okay so it’s essentially going to mean that the 
Saturn will gracefully fade into the background, but if any 
SSM readers have any fears that this will mean instant 
death for their beloved console, then they should take 
heart from the continuing life that the PC Engine enjoys. 
There is a thriving global community of PC Engine fans out 
there whose mission it is to collect all 800 odd titles for the 
machine. The Saturn is a superb machine, and its memory 
and software will live on long after Dreamcast has estab- 
lished itself as the best console ever. 

Mark Campbell, via email 


LE, And with that point Mark hits the nail right on the 
Ff head. Yeah, new Saturn releases may be drying up, 
but there’s a fantastic back catalogue of games to collect at 
astonishingly cheap prices (see next letter). LEE 
Are there really people out there after all 800 PC Engine 


games? Really? Having said that I distinctly remember this 
ace PCE title called Toilet Kids... a somewhat apt title for 
those blinkered PS-only owners. RICH 


QUAKE FOR A TENNER! 

Dear SSM 

I've just purchased Quake (| know what you're thinking 
“just recently”), but for a mere £10. Also in the shop was 
Duke Nukem 3D for £15, Wipeout 2097 at £15, Virtua Cop 2 
for £15 plus lots more. If this isn’t a good reason to own a 


You’d be mad not to pick up Quake for a tenner! 





Saturn | don’t know what is. And the great shop | hear you 
ask? Dixons. What a lovely bunch of people. 
Stephen Mason, Oxon 


>) Yep. One of the more dubious advantages of 

owning a Saturn is that high street shops are des- 
perate to get rid of the software, hence the ridiculously 
cheap prices. LEE 


NICE COVERAGE! 

Dear SSM 

Nice coverage of the new Dreamcast machine. | noted that 
Sega will not be releasing this over here in Europe until 
Autumn 1999!Sega is also quoted as saying that this will 
be the best console for the next few years. Well, you only 
have to look at the history of the PC to see that things will 
change very rapidly. 

The release date of Autumn 1999 is way too late. Intel has 
already committed to releasing S00MHZz+ Plis. The new 


AWARD For LITERARY LUNACY! 


elcome once again to the mad, mad 

world of the Mad Jock McMad section 

of Virtua Writer. As we mentioned in 

the last issue of SEGA SATURN MAGA- 
ZINE, this section is reserved for the most mentally 
disturbed missive of the month. This issue, it’s this 
simple email that receives the award. There is no 
prize for this coveted accolade. It merely serves as a 
warning - especially so in the case of this very stupid 
young fool... 


From: “BLAKEN” [BLAKEN@harveygs.kent.sch.uk] 
To: [richard.leadbetter@ecm.emap.com] 

Date: Tue, 9 Jun 1998 12:10:03 +0100 
X-MSMail-Priority: Normal 


“We know where you live, and we know where your 
mufa lives. Ok Mr.Chicken”. 

Here's just a quick tip for anyone else who decides 
to email me with threatening missives... don't 
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include your return address. From this | quickly 
deduced that Mr Blake (first name either Neil or 
Nigel, | reckon) goes to school in Kent in the United 
Kingdom. A quick search on the Internet for 
“Harvey School Kent” came up with the following 
intriguing information: 


The Harvey Grammar School 
Cheriton Road 

Folkestone Kent 

CTig 5JY 

01303 252131 

Kent 


Your school is actually in the top 20 best performing 
grammar schools in England, yet you seem to be 
having difficulty with basic spelling and grammax... 
and don’t go bringing my “mufa” into it, alright? By 
the way, I wonder what your deputy head master, 
Mr Wright, would think about all this, eh? RICH 








3Dfx cards will be released which will be better than the 
current Power VR card. | think Sega is far too optimistic to 
think today’s technology will stand up to 18 months of 
competitive development! | can't see Sony releasing a con- 
sole that isn’t better than Sega’s, especially as it now 
knows the specifications to beat. 
One of the reasons for delaying the release is said to be the 
lack of software. If Dreamcast uses Microsoft's CE operat- 
ing system, then isn’t there already a large PC software 
base out there that could be converted? Yes, | appreciate 
that there is a large amount of dross that shouldn't be con- 
verted, but there is also some excellent software. 
| can’t see how Sega could possibly hope to get a substan- 
tial user base for the new Dreamcast console before Sony 
releases its new PlayStation2 machine. Let’s hope that I’m 
just being pessimistic! 

Karl, via email 


RP Dreamcast comprehensively out-quaffs PC tech- 
nology as it stands at the moment, and yes, 
maybe a 500MHz PII with a Rampage level 3Dfx will beat 
it (maybe)... but the cost of the 3D card in itself will be the 
same as the Dreamcast... and what about all the console 
developers coding just for Dreamcast. Do you reckon 
you'll see Capcom's finest on PC? Or Sonic Team’s efforts? 
Yes, Dreamcast brings console and PC development closer 
together, but they're aimed at different users with differ- 
ent types of game in mind, with minimal crossover... 
Bottom line: this is a £200 console (that matches Model 3 
performance) we’re fired up about, not a £1,800 PC. RICH 


IS SEGA HIBERNATING? 
DEAR SSM 
Like most readers of SEGA SATURN MAGAZINE | am 
very excited about the new Dreamcast machine. 
However, there are several things about the console 
which are troubling me. 
The first is Dreamcast’s 2D abilities. We have all 
been amazed by its 3D miracles, but there has been 
no mention of how it could handle something such 
complex games as X-Men vs Street Fighter. After all, 
the PlayStation is a powerful 3D machine, but is 
crap when it comes to doing something like X-Men: 
Children of the Atom. The Sega President himself 
said that “third parties who have very good capabili- 
ties with 2D graphics will find the Saturn to be the 
best machine”. Please try and put my mind at rest 
and say that its 2D power rivals that of its incredible 
3D processing power. 
My other concern is regarding the huge gap that 
exists between the Japanese and European release 
dates. The reason they give of making games suit- 
able for the Western market is fair enough, but the 
problem is that games releases for the Saturn these 
days are getting few and far between. With 
Dreamcast over a year away, what on earth will 
Sega Europe be doing? Catching up on other unre- 
leased games such as Grandia and Dead or Alive or 
is Sega simply hibernating? 

J Coates, Durham 


ALE, \wouldn’t worry too much about the 2D 

capabilities of Dreamcast. In fact, the word 
around the camp fire is that Capcom is working on 
such incredible 2D arcade hits as Marvel vs Capcom, 
Street Fighter III: Second Impact and Street Fighter 
Alpha 3 for Dreamcast. So there’s no worries there 
then. Sega Europe on the other hand is likely to be 
spending the forthcoming year preparing for the 
biggest console launch in videogames history. 
Hibernating indeed. LEE 





Or email ssm.qa@ecm.emap.com. 


An inevitable sense of dread and despondency hangs over me as | write 
this, knowing full well that the next hour of my valuable time is to be wasted 
answering inane and repetitive questions which have little relevance to the 
majority of our readers. “When's PlayStation 2 coming out? How much will it 
cost? How many polygons will it do?” Alright, already. Enough | tell you! More 
interesting and original question next month! Send mail to No more 
PlayStation2 O+A, SEGA SATURN MAGAZINE, 37-39 Millharbour, London E14 9TZ. 





MIND-BLOWING QUESTIONS? ‘SHYEAH RIGHT! 
Dear SSM, 
We're writing to ask a few questions about the Dreamcast. 
This is our first time writing in and don't have a lot to say 
really, so we'll get straight to the point with a few mind- 
blowing questions, 
1. Why is the European Dreamcast taking a year longer than 
the Japanese machine to be launched? 
2. Has anything been decided about the final colour of the 
Dreamcast casing? 
3. Is the VMS coming out before the actual console? 

Mark and Lee, via email 


FP 1. Because the launch has got to be perfect and 
that requires more planning, more development 
time, and more recruitment of third parties. The wait 
will be worth it, trust me. 2. Not that I know about. 3. In 
Japan, VMS is out now (hence the report in the news sec- 
tion). But for Europe and the US, it’ll doubtless appear 
with the machine next year. 


NOMAD? WHAT IS IT? 
Dear SSM, 
| WANT ANSWERS! Please. 
1.1 was flicking through CVG when | came across this advert 
that said it was selling Sega Nomads for £99. | wasn’t even 
aware of the Sega Nomad's existence could you please give 
me some info on it and maybe a pic of the machine as well? 
2. What are the 2D capabilities of the Dreamcast? 
3. Is Sega likely to change the control pad so that it has six 
front buttons instead of four? 
4. Why do the controller sockets look so ‘evil’? 

‘Jacob’ via email 


SH 1. The Nomad is a handheld Megadrive with 
colour display. You can connect it to a TV if you 
want and use it like a normal unit. However, if carts 
have country protection (eg. Gunstar Heroes) they won't 
run ‘cos it’s a US machine so a good source for US carts is 
required. Also £99 is a bit pricey. I bought mine in the 
States for $60 - about forty quid. It’s an awesome 
machine, although it drinks battery power like nobody’s 
business. 2. It’s easier to make each sprite a textured 3D 
polygon viewed side-on, meaning that 2D performance 
is even more powerful! That's what Yu Suzuki said last 
issue. 3. Nope, the controller's fine as it is. 4. Eh? What on 
earth do you mean? 


TOMB RAIDER 3? HMMM... 
Dear SSM 
| have a few questions concerning the Dreamcast 
1.1 know D2 is the only CONFIRMED game for DC but would 
you expect Fighting Vipers 2 to be converted? 
2. Is their any chance of HudsonSoft producing a new 
Bomberman game for Dreamcast? 
3. Has Sega Europe decided to include a modem in the 
Dreamcast package yet? 
4. What are the chances of Tomb Raider 3 coming to the 
Dreamcast as the deal between Sony and Core should be up 
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by the time DC is released? 

5. Will Sega do what Nintendo did with the N64 and launch 

it into the UK with only 20,000 consoles on sale and then cut 

the price after one month, or will there be a lot of machines 

available for the UK launch at a low price (for consoles)? 
Chris J Haig, Taunton 


MEE, »- It would be nice wouldn't it? But who knows 

what's going to happen with regard to the mys- 
terious AM2 department? 2. It’s a strong possibility what 
with the machine’s networking power. 3. The issue is 
still up in the air. 4. Sony’s deal with Core expires on 
January 1, 2000, around three months after the 
machine's launch. Think about it. 5. No way - this is 
Sega’s biggest launch in their history. 


HAVE YOU READ THE MAG? 
Dear SSM 
This is the first time I've written a letter to you SSM gods so 
could you please answer some simple questions for me? 
1. On the last SSM mag, you showed some pics of the 
Dreamcast. On one of the pics of the Iri-San demo it showed 
Sonic running past. Does this mean that Sega will make a 
decent Sonic game for the new machine? 
2. | heard that an Ecco the Dolphin game is also planned. Is. 
this true? 
3. Will Virtua Fighter 3 be launched with the system? 
4. When the Dreamcast is finally released over here, will you 
guys scrap the Saturn and turn to the Dreamcast or will you 
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opt to do a joint Saturn and Dreamcast mag? 
5. How has Rich Leadbetter managed to get his name in the 
end credits of Panzer Saga and Sonic R for that matter? 
Keep up the good work and thanks for answering! 
Adam Cannon, Birmingham 


ABE, »- It doesn’t actually mean that Sonic will 

SF appear, but the fact is that the Sonic Team are 
working on a triumphant 128-bit return for Sega’s 
mighty hedgehog mascot - and that’s official! 2. Yes, 
because you heard it from me in this magazine! 3. We 
should find out for sure in the next couple of months, 
but I reckon it’s a must, personally. 4. See page four this 


month. 5. I don’t know, but it’s good isn’t it? By the way 
you forgot to mention my name check in the Duke 
Nukem 3D and Quake credits too! 


N64 IS DEAD IN JAPAN 
Dear SSM 
Your interview on the Dreamcast was very interesting. My 
mate thinks that the N64 and the 64DD will be more power- 
ful. Anyway, please answer my questions 
1. Will Dreamcast be better than the N64 and 64DD? 
2. Will there be a Burning Rangers game on Dreamcast? 
3. What cheats are there for Burning Rangers? 
4. Do you have any cheats for Exhumed? 
5. Does anyone know when Resident Evil 2 is coming out for 
the Saturn? 

Adam Elkins, Keighley 


AEE, »- No way - 64DD gives more storage space (but 

iF still not as much as CD) and more memory for 
the base system. But in terms of sheer 3D power, N6q is 
left dead and buried, with or without the 64DD. N6q is 
virtually dead in Japan by the way, I didn’t even see one 
for sale while I was out there. 2. Sonic Team are hard at 
work on a certain game based on a blue hedgehog at this 
time... 3. The ones we printed in the last issue of SSM, 
yes. 4. No - why ruin such an awesome game? 5. Well, er... 
Capcom presumably? 


It’s about questions. 
Specifically those of the “fre- 
quently asked” variety. And 
here they are in all their glory. 


1. Any chance of an official Radiant Silvergun release? 


ALE, *xtremely unlikely. What games Sega 
iF Europe produces (if any) after Deep Fear are 
mostly likely to be its own first party efforts brought 

over from Japan. 


2. Do you have any news on Shining Force III Parts 2 and 
3? I've just gotta know! 


HR The game’s only just gone on sale and it’s 
going to need to sell well in the US and 
Europe in order to convince Sega to translate the fol- 
lowing parts. We live in hope. Still. 


3. Will Daytona 2/Sega Rally 2/Spike be coming out for 
the Dreamcast? 


HP Model 3 conversions are supposed to be 
“stress free”, according to AM2’s Yu Suzuki, 
but Sega aims to tailor its arcade produce to the 
home market. So what games will actually appear 
remains a mystery until more of the firm’s strategy 
becomes clear. 
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to be unveiled any day now. We can’t wait - and judging 

Dey scout) tbaimey Bo) aloe Revie bate Maeecty eet (sae a 
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But as the stunning array of games in this very 
issue demonstrate, the Saturn isn’t dead by a long shot. 
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Radiant Silvergun, Shining Force III and Deep Fear are just sources as Resident Evil, Men in Black and The Abyss, it looks 
some of the best games kicking around at the moment... Sac RCE Suis Oat Ree 

and they’re all exclusive to the Saturn. Reason enough to 

LTRS aa cote eB bie eew UBC aoe) eee e tReet) came” BITS WOT WE LIKE 

this month’s showcase and one of the best adventure titles SCR CoM er Re mui e eal h mete eres au 
you're likely to play. Mixing elements from such diverse poe C BUCO CRs Bias lem etme mop oaanigma come Cs 


EU-t li ee eee amc stmt e em ieeer (oes 
range of puzzles, absorbing plot and blood-thirsty gameplay, 
OTT Prva tea (rte maa eB tbe oles bee cro e a eee! 





A The story-advancing FMV sequences are of superb quality. Fe COMET a es Cer Om TCIM CMS eMC Ca 
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game compelled me to keep on playing for such unhealthy 
lengths of time, despite the continual protests of my colleagues 
IEW loer Soa eo ms eer oem scm iy mca taeR sis 
pelea oe w eR (gas ite Bol Bis eC eR CeCe Artie 
getting paid overtime for this?), it’s time to take you through 





some of the highlights. Raider? Well there are plenty of similar moments in Deep Fear. The 
incident with the locked safe springs to mind, where a four digit 
MY HEAD HURTS code is required to gain access. Of course, you saw the answer on the 
Okay, hands up all those who got stuck on the Doom Books in back of some dog tags an hour previously, but you chose to ignore 
Resident Evil? Or the five levers in the Palace Midas level of Tomb eS CR Su a (oc Beulcebanhal 4 (easel eye erie om Beastie cles 


phat: Become MCA rcol tlm su Um Cen melucl Nm uirlit< aCe) 
overcome puzzles and progress further into the game. By the way, 
Sa Com cei Meubles Remy gm eee m AVM areal Coltelcel ig 
Sea Ro mecca Cea te cele miele Kee BP Buea CN 
cee B ola Bcoyadeleoviniilmaet leone ay Vesa Camel 


DIE MOOKIE, DIE! 
Not to give too much of the plot away, we were particularly 
pleased to see the early departure of one of Deep Fear’s most 









Given the high 
enemy quota in Deep 
Fear, you'd expect 














there to be a decent ROBER GLOCK G17 STEYR TMP MOSSBERG M500ATP 
range of weapons to The Glock G17 hand pistol is the default BU aw vero ce-icocicleep clea nas The weapon of choice in Deep Fear. This 
{1m coe seem eisae Deep Fear weapon. It’s not exactly power- gun - “when you absolutely positively have ultra-powerful shotgun is quick-firing 
wouldn’t you? Well ful, firing bullets at mid-range distance AOR Vele et ea oa Bui B alu B cool lee eg and extremely powerful, taking down 
there is, so quit com- with limited effect. Use it until a more no substitute.” Ammo consumption is high less-powerful monsters with a single 
plaining. powerful weapon comes along. Bd aColit J emeoR PES o-veratsd NVA well-aimed blast. 


EZ 
‘a KPG Lo M75 GRENADE AIR MASK 
A The KPG Lg is a powerful weapon capable _ Best used when cornered in a room by Nola BO te Ce atmo atm OT SET 
ce Reel -ae Cie Cielo aly mule multiple monsters, the M75 Grenade piece of kit nonetheless. The air mask 
Se with only a couple of blasts. However, (Tie Ch ER aUo asia Mav lel bem Lee Crom po cohateCamer atom oom Mtb R ele Ke)d 
we the KPG Lg harpoon gun is restricted to Fresh supplies are limited though, so time, allowing operatives to breathe for 
rs underwater use only. only use when absolutely necessary. limited periods of time underwater. 
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irritating characters. Adding credence to the old adage of 
never turning your back on a genetically mutated 
human/extra-terrestrial hybrid, Mookie paid the ultimate 
price for his sarcastic gags and practical joking tomfoolery. 
His death was bloody and painful, yet oddly amusing at the 
same time. RIP: Mookie. 


BE AFRAID... BE VERY AFRAID 

oul sme Ce iclast mo Roe aetsece mac etrmeitcotts amet 

eerily quiet corridors of Resident Evil and a pack of ravenous 

Cerberus Dogs smashed through the window and proceeded to 
Race can noe me MCA ORCL e a eod 

similarly scary moments in store for first time players of Deep 
Bia Ome Car sO ae eon ecHeet 

Nee ace EEC Rai see ace TOL Looe rae , 





bea e wee a enw Cree) | E 
BUR ECAC on ence etka bade 

pT beatae aa situation takes a sudden turn for the worst wi 

faced with the enormous Tyrant-style creature. There you are, 
desperately trying to disarm the nuclear warheads aboard the 
Navy’s stealth submarine, when the huge monster bursts onto 
the scene and starts taking pot-shots at you. Luckily you've just. 
taken delivery of the ultra-powerful Steyr TMP sub-machine 

gun, which discharges hundreds of rounds in nanoseconds, mak- 
ing short work of the mutant beast. 


QUEER GOINGS ON 

Aside from Nagi (the lesbian femme fatale of Last Bronx fame), 
we find it damn- impossible to think of any homosexual 
videogame chara s. Well, Deep Fear looks set to redress the 


TONIGHT MATTHEW I’M GOING TO BE... 



















.. tough-talking ERS Chief, John Mayor. You know the type - 
doesn’t take no for an answer, prepared to bend the rules to get 
OSCR Bras OST ts Cee Chee e ome CMa cel 
then they can have my badge” and naturally, a bit of a one 
with the ladies. Like most of the inter-linked characters in 
SOX Ty rcbem UCN ola eter ELE Lm ARCS UT sante ment hd g/m CL emit Co 
of which is revealed as the game progresses. Inevitably it 
involves a past love, tragically killed ina face yachting acci- 
dent which Mayor himself survived, only to spend the follow- 
ing years consumed by guilt. All this is brought to the fore 
| when her brother (the Sr Roas a EVaG SST .V Pa cocte) RatbesCRUy cts 
Beste (Sena Cmte) aclu hostility between them 
Boris LOVE acrog hi" Not exactly what you 
pray: heim rte cd Soag tn ees ) caterer metatae tect 
pretest) monsters, is it? . 
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situation, with the most profound and overtly homosexual char- 


acter you're ever likely to come across. Going by the name of 
Dubois Amalric, he’s the genius who designed the enormous 
underwater base. The story-advancing sequences with Dubois 
are undoubtedly a highlight of Deep Fear, if only for his unin- 
tentionally humorous and effeminate voice. A word of warning 





though - be careful when bending over to pick up ammo! 


TWO DISCS = TWICE THE FUN! 

em me euch messes ela ectee ee Rete 
Resident Evil is that it doesn't take a superhuman effort to 
complete. Most reasonably accomplished games players should 








ON-SCREEN TELEMETRY EXPLAINED 


So you've marvelled at the fantastic screen shots lavished 
Dr eTeRR a oe MEd Re tevin Bric et 


A: AIR SUPPLY 

Sitcte ome eee oa 
in your breathing apparatus. 
Used when entering under- 
water sections of the base 
Eve Ve CM so Cm eu moat oa) 
supply has depleted. 


B: HEALTH POINTS 
Basically your energy bar. 
SIPS e Ub Dee taete Beco ue! 
monster or run out of oxygen 
and health points dwindle 
away. May be bolstered with 
AeaC mr ey Mey Maur bce Veet) oom 


C: AREA INDICATOR 
Given the sheer size of the 
TI an ielti Ce Mea at mC) 
get lost. The area indicator 
helps avoid this, displaying 
your exact on-screen position. 








have the game clocked within a day or so, even when playing 
as the harder of the two playable characters. Well, we're happy 
to report that this most certainly is not the case with Deep 
Fear. We reckon that Sega’s adventure game is approximately 
twice the size of Resident Evil, with some enormous puzzles to 
get your head around and some huge pre-rendered environ- 
ments to explore. Coupled with the enormous amount of high- 
quality full-motion video sequences in there, it’s a wonder 
Sega’s team of in-house coders managed to squeeze it all onto 
just two discs. It really is. 


I <4 Z 


7 MO eC UC eT Ee Ch aC 














PSHE Roto Butta miele ma ete late 
the on-screen fad-gadgetry is for. Here’s where you find out... 


D: TIMER 

The timer in the top right 
codename mere clam bate b Ce co 
dat e-vartet tame mon a-isee (sae 
the area which you are 
occupying. If it falls toa 
dangerously low level 
(anything below 20), finding 
the Air Supply Units quickly 
becomes a priority. 


E: AMMO 

Estey) bm satehetsemmeatmulteclel tg 
in the bottom right corner 
hme dee ese 
number of bullets remaining 
in your weapon of choice. 
Once the ammo is depleted, 
your ammo supply may be 
topped up at any of the stor- 
EV -{B colo Mae Nc Seas hg 
located around the vast 
underwater base. 





DEEP FEAR REVIEW NEXT MONTH! 

Of course, there are several niggling questions still remaining 
with regard to Sega’s awesome action/adventure title. For 
example, how good is Deep Fear when compared to say, 
Resident Evil? If I were only able to buy one of these two 

Ee Silabee-becme ebm sult @ e-em Cela Ce lero icon malt 
as Tomb Raider? What's that strange hair growth I’m begin- 
ning to get down below? They’re all really good questions, the 
answers to which will spring forth in the Deep Fear review, 
coming atcha in the very next issue of your favourite monthly 
Sega journal. Oh, yes. 
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the hordes of monsters. Not 
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A Get too close to the alien monsters and they'll try to suck your brains out through your nose. Urgh! 
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WHO ARE YOU? ; FRONT ROW LEFT-HAND SIDE 


1 ANAKARIS CCT Eee ra ra 3) 
PS Ce eae 22 RYU re 
Rasa S ee COMMANDO rR RS ra a Tl 
Peay mE im t3) re a 30 SASQUATCH 
SUE rae 18 CAMMY AMERICA ke 
Ue 13 CYCLOPS 19 SPIDER-MAN 25 CODY 32 VENOM 
rt (| Va 20 FELICIA ets 33 STRIDER 


SECOND ROW LEFT HANDSIDE FRONT ROW RIGHT-HAND SIDE 
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1 1990 
1 1941 
| 1988 ; QUIZ AND DRAGONS 2 

1984 | 1986 F1 DREAM Mercs 
Vutcus ; TROJAN 1943 SPECIAL MeGaATWINS 
SON SON SPEED RUMBLER Last DuEL Macic Sword 
HIGEMARU LEGENDARY WINGS FORGOTTEN WorLDs 1 CARRIER AIRWING 
1942 SIDEARMS GHoULs ‘nN’ GHosTs 1 NEMO 


11985 1987 1989 


ExeD Exes AVENGER LED StoRM 

COMMANDO Bionic COMMANDO STRIDER 

Guosts ‘Nn’ GOBLINS 1943 DOKABEN 

GUNSMOKE BLACK TIGER Dynasty Wars 

SECTION Z STREET FIGHTER WILLOW 

TIGER RoaD DoxkaBeEN 2 

UN SQUADRON 
CAPCOM BASEBALL 
Quiz AND DRAGONS 
FINAL FIGHT 












1991 


1992 

KNIGHTS OF THE ROUND 

SFIl: CHAMPION EDITION 
VARTH 

Capcom WorLD 

Warriors OF FATE 

SFIl TURBO: HYPER FIGHTING I 


STREET FIGHTER II 


1 ATAXX 


THREE WONDERS 
,; KING OF DRAGONS 


' BLock BLock 


CaPTAIN COMMANDO 


| 4994 


D&D: Tower oF Doom 

SUPER STREET FIGHTER 2 TURBO 
ALIEN VS PREDATOR 

Eco FIGHTER 

DARKSTALKERS 

SLAM MastTERs 2 

ARMOURED WarRRIORS 


1 X-MEN: CHILDREN OF THE ATOM 








1996 

19XX 

D&D: SHADOW OVER MysTARA 

STREET FIGHTER ALPHA 2 

SUPER PUZZLE FIGHTER 2 

STAR GLADIATOR 

MEGAMAN 2: THE POWER 
FIGHTERS 

STREET FIGHTER ZERO 2 ALPHA 

X-MEN VS STREET FIGHTER 

WarZaARD 2 
STREET FIGHTER EX 
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1998 

RIVAL SCHOOLS 

STREET FIGHTER III: 
SECOND IMPACT 

MarveL vs CAPCOM 
PLAasMA SworRD 

STREET FIGHTER ALPHA 3 


1993 


CADILLACS AND 
DINosauRS 

THE PUNISHER 

SLAM MasTERS 

SUPER STREET FIGHTER II 
MuscLe BomBER Duo 


1995 


NIGHT WARRIORS 
CYBERBOTS 

SF: THE Movie 

STREET FIGHTER ALPHA 
MEGAMAN Power BATTLE 
MARVEL SUPER HEROES 
BaTTLE ARENA TOSHINDEN 2 





1997 

STREET FIGHTER EX PLus 
STREET FIGHTER 3 
MARVEL SUPER HEROES VS 
STREET FIGHTER 

BATTLE CIRCUIT 

POCKET FIGHTER 

STAR GLADIATOR 


CAPCOM HOME GAMES 

Would you believe it? Capcom has been making 
games for home systems for 13 years now, start- 
ing in its native Japan with a home version of 
1942. The firm achieved mass success with NES 
titles right up until the release of Street Fighter 
lon Super NES. The rest, as they say, is history... 
The firm branched out into all formats with the 
advent of the PlayStation and Saturn and creat- 
ed a new genre - Survival Horror - with the stun- 
ning Resident Evil. 
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CAPCOM GEN- 
ERATIONS #1 
Capcom's first retro pack 
contains its coin-op 
debut, 1942 and sequels, 
1943 and 1943 Special 
Other sequels, (1941 and 
19XX) are conspicuous by 
their absence... Still, 43 
and ‘43 Special are kind 
of cool titles! 


1987 


TROJAN 
SECTION Z 
MEGAMAN 


1986 

SON SON 

Guosts ‘n’ GoBLINs 
COMMANDO 


CAPCOM GENERATIONS #2 


1989 


DESTINY OF AN 
EMPEROR 
WILLow 


1988 
GUNSMOKE 

1943 

Bionic COMMANDO 
MEGAMAN 2 


1991 


THE LITTLE MERMAID 
MEGAMAN 

(Game Boy) 

UN SQUADRON 
SUPER GHOULS ‘N’ 
Guosts 

MEGAMAN 4 
MEGAMAN 2 

(Game Boy) 


1990 


Duck TALES 

CODENAME: VIPER 

Yo!Noip 

GARGOYLES QUEST 

Cup ‘n’ DALE: RESCUE RANGERS 
STREET FIGHTER 2010 

Duck TALES 

MEGAMAN 3 

DREAM Master: LITTLE NEMO 
FINAL FIGHT 
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1993 


Duck TALEs 2 

FINAL FIGHT 2 

MIGHTY FINAL FiGHT (NES) 

STREET FIGHTER II TURBO 
(Super NES) 

SFIl: SPECIAL CHAMPION 
EDITION (MEGADRIVE) 

MEGAMAN IV (Game Boy) 

MEGAMAN VI (NES) 

ALADDIN (SuPER NES) 
Duck TALEs 2 

RESCUE RANGERS 


1995 


BONKERS 

X-MEN: MUTANT APOCALYPSE 

CAPTAIN COMMANDO 

MEGAMAN 7 (NES) 

SF: THE Movie 

X-MEN: CHILDREN OF THE ATOM 

(SatuRN) 

MEGAMAN X3 

FINAL FIGHT 3 

STREET FIGHTER ANIMATED 
Movie GAME 

STREET FIGHTER ALPHA 


1997 


CYBERBOTS 
STREET FIGHTER COLLECTION 
MEGAMAN X4 \ 
MARVEL SUPER HEROES 
X-MEN VS STREET FIGHTER 
STREET FIGHTER EX 

Pus ALPHA 
RESIDENT Evit (SATURN) 


MeGAMan X (Super NES) (PLAYSTATION/SATURN) STAR GLADIATOR 


1992 


STREET FIGHTER II 
GARGOYLES Quest 2 
Bionic COMMANDO 
(Game Boy) 

SUPER BusTER BRos 
Macicat Quest 
MEGAMAN 5 

MEGAMAN 3 (GAME Boy) 


1996 

STREET FIGHTER ALPHA 
(Super NES) 

NiGHT Warriors (SATURN) 

Warriors OF FATE 

RESIDENT Evit (PLAYSTATION) 

DARKSTALKERS (PLAYSTATION) 

MEGAMAN X3 

(SATURN/PLAYSTATION) 


1998 


VAMPIRE SAVIOR 
POCKET FIGHTER 
RESIDENT Evi 2 
RIVAL SCHOOLS 


1994 


KING OF DRAGONS 

EYE OF THE BEHOLDER 

MEGAMAN SOCCER 

SLAM MASTERS 

KNIGHTS OF THE ROAD 

SUPER STREET FIGHTER II 

(SuPER NES/ MEGADRIVE) 

Goor Troop 

MEGAMAN 5 (Game Boy) 

MEGAMAN: THE WiLy Wars 
(MEGADRIVE) 

Great Circus MysTERY 

SUPER STREET FIGHTER I TURBO 

BREATH OF FIRE 2 

MEGAMAN X2 





CAPCOM GENERATIONS #4 





CAPCOM GENERATIONS #3 

Back to basics with this CD, which contains four 
games. Vulgus and Exed Exes are two extremely 
old vertical shooters, Son Son is a bizarre scrolling 
platform game and as for Higematu... er, we've 
never heard of it! Quite why these games have 
been chosen astounds us... 
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CAPCOM GENERATIONS #5 

One might consider this the ultimate fighting 
retro pack. This contains the epoch-making Street 
Fighter II along with its sequels Champion Edition 
( the bosses) and the still incredible Street 
Fighter Il Turbo: Hyper Fighting (new moves and 
extra speed!). To coin a phrase, “awesumnal”... 
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With two AMB titles under its helt, Capcom expands its 



























apcom has the distinction of being one of the few 
developers to truly think ahead when it comes to 
| videogames. The company’s latest coin-ops are usual- 
q ly tantalising glimpses at what console titles to expect 
from the mighty king of 2D beat ’em ups in the 
‘months ahead. Now, with the advent of the memo- 
ry-boosting 4MB cart, the age of perfect arcade 
conversions is finally upon us. 
No longer will we have to contend with 
such ‘serious’ issues as appaling loading A 
times, cutdown sprite animation and horrendous (@ e : ing game represents everything we've come to 
10 frames per second action... well, at least ~. expect from one of the world’s top developers. 
ae the idea. Of course all this gaming lofti- Superior gameplay, great characters and that 
unique Capcom magic that less-talented pro- 
gramming houses will never capture. Although not a huge 
hit in the arcades, Pocket Fighter still managed to 
expand and enhance the company’s classic 2D fighting 
techniques as well as giving players the chance to get to 
grips with miniaturised versions of their favourite Street 
Fighter, DarkStalkers and WarZard characters. These 


A (Above) Although initial- 
ly hidden, select Gouki and 
Dan by moving the flashing 
cursor either left or right. 












A Over-the-top special 
Moves and supers are 
Pocket Fighter’s trademark. 
Visually, this game is 
untouchable! 


Hy, any ame with gs ik rags nit aso win ur ea of approval 
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A Dan gets to really ham it 
up in Pocket Fighter, with 

karaoke singing and an imper- 
sonation of ‘The King’... Elvis! 















Even in a super deformed 
state, Gouki is as hard- 
as-nails. Tough cookie. 
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diminutive dudes had already made an appearance in 
Capcom’s Tetris-style title, Super Puzzle Fighter II Turbo, but 
now gamers could finally take each other on in comical com- 
bat for real! 
Powered by the company’s trusty old CP-System II arcade 
board (still being used to this day with the likes of Street 
Fighter Alpha 3), Pocket Fighter was an obvious choice for 
home conversion treatment. Players are familiar with the 
coin-op’s characters, moves and gameplay, and the Saturn has _ Finish an opponent with a super combo and you’re rewarded with this treat... 
the technology to easily cope with 2D graphics of this quality. : : q 
Now available on import, Pocket Fighter is truly awesome! time and as often as desired by simply pressing the C button. 
Holding down the Special attack button charges the 
Guard Crush, allowing players to let rip with a pow- 
erful move guaranteed to shower the screen with 
brightly coloured gems. Ah, yes. Gems. Here’s where 
the fun really starts... 



















PLAY TO WIN 
The great thing about virtually every Capcom 
beat ’em up is that they all utilise the same basic 
gameplay. Fireballs, Dragon Punches and charg- 
_ing attacks are standard as are blocking tech- 
niques and the ability to power-up special 
moves. Pocket Fighter features all of 
these... and much, much more. For 
starters, the game uses just three but- 
tons; Punch, Kick and Special. This 
makes Pocket Fighter extremely accessi- 
ble, especially to younger gamers, and 
also enables players to pull off all sorts of 


JEWEL IN THE CROWN 

The key to performing special moves and beating 

opponents in Pocket Fighter lies in collecting 

gems. These come in three colours (Red, Yellow 

& Blue) and a variety of sizes. When players 
attack their foes and successfully land hits, 
gems are sprayed all over the place. Picking 

: _ up these jewels increases the size of your char- 
moves with the minimum of finger-tap- acters’ special move bars, located at the bot- 
ping. The entire roster of 12 playable characters tom 6 the screen. These three gauges constantly rotate and 

_ are also capable of performing the Guard Crush move. Thisis show players what level each move is currently at and handy 
almost a special move variation, but may be performed at any _ icons reveal exactly which joypad motions and button presses. 

















Watch out for Dan’s Hilarious cat-related Weird and wacky, Lei-Lei Considered by many to be Nicking costumes from 
singing debut, his bizarre basic moves, magical is a fighter for more amere Ryu clone, this — her fellow DarkStalkers, 
twin and Elvis cameo?! tricks and dragon attack. experienced players. cutie still draws a crowd. ; this pussy packs a punch! 
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ISSUE #4 FEB 96 

Reviewed: Wing Arms, FIFA ’96, 
Virtual Golf, Johnny Bazookatone, 
Toshinden, Cyberia, Casper, D, True 
Pinball, World Cup Golf. Showcases: 
Vampire Hunter/Street Fighter 
Alpha, D and all the secret cheats of 
Sega Rally! Plus Panzer Zwei AND 
part one of the VF2 Masterclass! 


erst sates easicisy 


ISSUE #12 OCT 96 

Daytona CCE revealed! Reviewed: 
WorldWide Soccer 97, Fighting 
Vipers, Actua Golf, Destruction 
Derby, Blam! Machinehead, Bubble 
Bobble Pack, Highway 2000. Also 
included: Awesome NiGHTS guide 
that will blow you away. And! The 
dread arrival of The Master! 





ISSUE #20 JUN 97 
Last Bronx Revealed! More Quake! 
Reviewed: Fighters MegaMix, King of 
Fighters "95, Pandemonium, Mr 
Bones, Mechwarrior 2, Scorcher, 
Shining the Holy Ark. Showcases: 
Pandemonium, Mechwarrior 2, 
Shining Holy Ark! Tips: MegaMix, Die 
Hard part three, Hexen part one. 





ISSUE #28 FEB 98 

Winter Heat showcase, 1997 retro- 
spective and the 50 best Saturn 
games... ever! Massive Panzer Saga 
coverage begins too! Previews: 
Shining Force Ill, Bubble Symphony, 
Vandal Hearts. Reviewed: FIFA '98, 
NBA Live "98, EA NHL ’98, Rampage 
World Tour, Tipped: Quake part two, 
Duke part three, Touring Car. 





ISSUE #5 MAR 96 

Reviewed: X-Men: Children of the 
Atom, Darius, Baku Baku Animal, 
NFL Quarterback Club, Hang On "96, 
Titan Wars. Showcases: Euro "96, 
Legend of Thor, Street Fighter 
Alpha, X-Men, Guardian Heroes, 
Panzer Zwei! Plus: VF2 masterclass 
and Sega Rally guide! 
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ISSUE #13 NOV 96 

Amazing Street Fighter Alpha 2 cov- 
erage! Reviewed: Street Fighter 
Alpha 2, World Series Baseball 2, 
Tomb Raider, Earthworm Jim 2, 
Impact Racing. Showcases: Vipers 
part 2 plus programmer interview, 
Tomb Raider. Plus: tips to get you 
all the way through Exhumed! 


ISSUE #21 JUL 97 

WipEout 2097! Resident Evil/Marvel 
Super Heroes exclusive! Reviewed: 
Jonah Lomu Rugby, Battlestations, 
1D4, Actua Soccer Club Edition, The 
Crow. Double AMS interviews: 
arcade Top Skater, Last Bronx! Tips: 
Shining Holy Ark part one, MegaMix 
part three, Hexen part two! 


ISSUE #29 MAR 98 

EXCLUSIVE new machine news and 
Sega Rally 2 coverage! Showcases on 
House of the Dead, Burning Rangers, 
Bomberman Fight! Panzer Saga and 
Grandia. Previews: DJ Wars, Zap °98, 
Shining Force Ill, Real Bout Fatal Fury 
Special. Reviewed: Winter Heat, Sega 
NHL ’98. Tipped: MK Trilogy moves 
list, Quake part three, Croc part one. 


ISSUE #6 APR 96 

Reviewed: WipEout, Magic Carpet, 
Street Fighter Alpha, Shellshock, 
Valora Valley Golf, ing Wisdom, 
Gex. Showcases: Magic Carpet, Gun 
Griffon, MK3, Panzer Zwei, 
DarkStalkers/Vampire Hunter. Plus: 
VF2 Masterclass part three AND a 
cool WipEout guide. 












ISSUE #14 DEC 96 

World's First Virtua Cop 2 Review! 
Also reviewed: Daytona CCE, Amok, 
Street Racer, Hardcore 4x4, Chaos 
Control, Three Dirty Dwarves, 
Blazing Dragons, Crimewave, PGA 
Golf ’97. Showcases: Cop 2, 
Christmas NiGHTS, Daytona CCE. 
Lobotomy Software interviewed! 





ISSUE #22 AUG 97 

Sonic R revealed! Special E3 Report! 
Reviewed: Sonic Jam, Dark Light, 
Dragon Force, WipEout 2097. 
Previews: Quake, Marvel Super 
Heroes! Showcased: Dragon Force, 
Last Bronx, WipEout 2097, Huge 
Resident Evil guide! Tips: Hexen 
Final Part, Shining the Holy Ark 2. 


ISSUE #30 APR 98 

World League Soccer revealed! Huge 
House of the Dead and Burning 
Rangers showcases, special import 
game review section. Previews: Z, 
Atari Greatest Hits, Power Drift, Gun 
Griffon I. Reviewed: X-Men vs Street 
Fighter, Panzer Dragoon Saga, Chill. 
Tippage: Grandia walkthrough part 
one, Croc part two, Quake part four. 


ISSUE #7 MAY 96 

FREE! REVIEW AND TIPS BOOK! And! 
NiGHTS revealed! Reviews: Euro ’96, 
Panzer Zwei, Defcon 5, The Horde, 
Nightwarriors/Vampire Hunter, 
Revolution X, Alone in the Dark 2. 
VF2 masterclass: the penultimate 
edition. WipEout guide part two, 
plus all the X-Men moves too! 


ISSUE #15 JAN 97 
COVER CD WITH VIRTUAL ON, DAY- 
TONA CCE, WORLDWIDE SOCCER, 
TOMB RAIDER! Reviewed: Virtual On, 
Blast Chamber, NHL Hockey ‘97, 
Command and Conquer, Sega Ages, 
Mighty Hits, Tetris Plus, Breakpoint, 
Krazy Ivan, Tunnel B1, Madden °97, 
Jewels of the Oracle. 





ISSUE #23 SEPT 97 

Marvel Super Heroes exclusive! 
Reviewed: Resident Evil, Warcraft Il, 
Williams’ Greatest Hits, Discworld 2. 
Previews: Touring Car, Grandia, Croc, 
‘Salamander Deluxe Pack! Showcased: 
MSH, Resident Evil, ThunderForce V, 
Last Bronx. House of the Dead 
Interview. Final Shining guide! 


oc us mueoa: 
‘soa nest 
ISSUE #31 MAY 98 
ACE COVER CD: DISC ONE OF PANZER 
SAGA! Showcases: Radiant 
Silvergun, Z, WLS 98, Bomberman 
Wars. Previews: Dragon Force Il, 
Shining Force III (part two), Three 
Wonders. Reviewed: Burning 
Rangers, House of the Dead, Z, 
Whizz, Atari Classics. Guides: 
Panzer part two, Grandia 2, Croc 3. 





ISSUE #8 JUN 96 

Heart of Darkness featured... and 
it’s still not out! Reviewed:Guardian 
Heroes, Ultimate Mortal Kombat 3, 
In the Hunt, Discworld, 3D 
Lemmings. Showcases: Panzer Zwei 
final, NiGHTS, Guardian Heroes final 
update. Full detailage on top games 
still worth buying today! 


ISSUE #16 FEB 97 

Amazing Fighters MegaMix 
Coverage! 16 pages of small tips - 
it’s all in here! Reviewed: Sonic 3D 
Blast, NFL Quarterback Club "97, 
NBA Jam Extreme, Toshinden URA, 
Tempest 2000, Batman Forever, Bug 
Too!, Dark Savior. Showcases: Bug 
Too! Tomb Raider guide part one! 





ISSUE #24 OCT 97 

Panzer Saga exposed! Reviews: Duke 
Nukem 3D, Last Bronx, Marvel Super 
Heroes, Frankenstein. Previews: SWWS 
°98, Quake, Formula Karts. 
Showcased: Croc, Duke Nukem 3D, 
Marvel Super Heroes. Coming Soon: 
Sonic R, Silhouette Mirage. Guides: 
Last Bronx, Resident Evil and Wipeout! 





ISSUE #32 JUNE 98 
SEGA FLASH #7 WITH THIS ISSUE! 





Vampire Savior revealed! Plus: King 
of Fighters '97 and Riven. Previews: 
SF Collection, Bomberman Wars, 
Choro Q. Exclusive Sega Rally 2 and 
Warp interviews. Reviewed: WLS 
"98, Atlantis and Courier Crisis. 
Guides: House of the Dead, Panzer 
part 2, Grandia part 2. 





ISSUE #9 JUL 96 

Full £3 report with first Cop 2 cov- 
erage! Reviewed: Loaded, Need for 
Speed, Shockwave Assault, Big Hurt 
Baseball, Blackfire, WWF, Striker, 
Virtual Open Tennis, Ghen War. 
Showcases: Sonic X-Treme (now 
canned!), VF Kids, Exhumed, Space 
Hulk and of course NiGHTS! 


aah 
nd aged 





ISSUE #17 MAR 97 

Manx TT Exclusively Revealed! 
Reviewed: Die Hard Arcade, 
Crusader, Hexen, Die Hard Trilogy, 
Grid Run, Andretti Racing, Tilt, 
Soviet Strike. Showcases: Hexen, 
Soviet Strike, Fighters MegaMix, Die 
Hard Arcade. Tips: Tomb Raider 
part two. Exhumed Team Dolls! 





ISSUE #25 NOV 97 

Sonic R. Reviews: Worldwide Soccer 
*98, John Madden '98, Street 
Fighter Collection & Bust-A-Move 3. 
Showcases: Quake, Touring Car plus 
Lobotomy Interview and DeathTank 
revealed for the first time! Tips: 
Resident Evil part two, Last Bronx 
part two and Marvel Super Villains! 


HOW TO ORDER: 


So as you can see, you can't afford to 
be without ONE issue of our fine peri- 
odical. In fact, you'd have to be a 
lunatic! So... now, here's what you 
have to do. For every issue you want, 
specificy the ISSUE NUMBER, the 
MONTH, and the YEAR. Each mag costs 
the princely sum of £4.50, including 
P&P. Make cheques payable to EMAP 
IMAGES LTD. Send away to SEGA SAT- 
URN BACK ISSUES, Tower Publishing, 
Sovereign Park, Leicester LE87 4PA. 
Alternatively you can give then a call 


on: 01858 435350. 
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ISSUE #10 AUG 96 

NiGHTS: Sonic Team's amazing game 
finally arrives! Reviewed: NiGHTS, 
Road Rash, Primal Rage, Slam and 
Jam, Starfighter 3000, Olympic 
Football, Sea Bass Fishing, Pro 
Pinball. Showcases: Athlete Kings, 
VF Kids, Alien Trilogy. Also: 
Guardian Heroes Tips! 





ISSUE #18 APR 97 

Duke Nukem 3D - First report and 
interview! Reviewed: Manx TT 
SuperBike, Area 51, Incredible Hulk, 
Norse by Norsewest, Iron Man/X0 
Manowar, Mass Destruction, Spot 
Goes To Hollywood! Tips: Die Hard 
Trilogy part one, Dark Savior, Tomb 
Raider conclusion! 





ISSUE #26 DEC 97 

MEGA CHRISTMAS NiGHTS CD WITH 
THIS ISSUE! Plus: Dead or Alive! 
Reviewed: Sonic R, Formula Karts, 
Sega Touring Car, Enemy Zero, Croc, 
Trash It, Mortal Kombat Trilogy, The 
Lost World, Quake! Huge guides on 
Duke Nukem 3D (part 1) and Marvel 
Super Heroes (part 1). 





ISSUE #33 JULY 98 

EXCLUSIVE FIRST DREAMCAST INFO! 
World exclusive pics and details on 
Sega’s new machine. D2 unveiled, 
Euro developers announced. Deep 
Fear: first look. Previews: SFIlI: 
Part 2, Tennis Arena, Dragon Force 
Il, GunGriffon Il. Riven interview. 
Complete Burning Rangers guide, 
Panzer part 3, Grandia part 3. 





ISSUE #11 SEP 96 

Amazing Candy Fighting Vipers 
Cover! Reviewed: VF Kids, Alien 
Trilogy, Athlete Kings, Exhumed, 
NBA Action, Space Hulk, Keio Flying 
Squadron, Bust-A-Move, Story of 
Thor, PowerPlay Hockey. Showcases: 
Sega Ages, Cop 2, Soviet Strike. 
Plus: Shining Wisdom tips 


ISSUE #19 MAY 97 

HUGELY IMPRESSIVE CD! Plus: Quake 
interview! Reviewed: Bomberman, 
Crypt Killer, FIFA ‘97, NBA Live '97, 
Dragonheart, Swagman, Puzzle 
Fighter, Space Jam, Return Fire, 
Black Dawn, Torico. Tips: Fighters 
MegaMix part one, Die Hard Trilogy 
part two and Soviet Strike! 


=33 Subscription order Form 


ISSUE #27 JAN 98 

SEGA FLASH #6 WITH THIS ISSUE! 
Plus: House of the Dead and X-Men 
vs Street Fighter! Previews: 
Rampage World Tour, Layer Section, 
Zero Divide! Reviewed: Steep Slope 
Sliders, Maximum Force, NASCAR 
°98! Tipped: Sonic R, Marvel Super 
Heroes part two, Duke part two. 


ISSUE #34 AUGUST 98 
DREAMCAST DEVELOPERS SPEAK! 
Massive Castlevania X coverage. 
Exclusive Street Fighter Alpha 3 & 
Radiant Silvergun features. 
Previews: Capcom Generations, 
Grandia Museum. Import Reviews: 
Castlevania X & GT 24. Guides: 
Shining Force III part 1, Riven part 
1, Grandia part 4. 
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PRT o:f Ble) Ec CR WUE RIiCl amet iog 
poised nervously over the power switch, 
ready to turn off the life-support 
Piero hee eRe ee cy be ma ats 
Saturn clinging desperately on to life in the UK, the 
situation in Japan couldn't be more different. Both 
Saturn and PlayStation are creaming the N6q in the 
all-important Japanese market, with Sega’s chunky con- 
sole being home to some of the finest software releases 










MR e Bw ee CCIM oes thmed | , 
Aiea te oma Celt oB Ue a BE Veter a Po # 
Tay sar eos BEB cess tai = 


glory. And unless you own an import-friendly switched Saturn, 
oe ome ia co enon Cele eer Ayo mule ne eee bts 
considering it’s one of the best shoot ‘em ups ever made! 





A Furious enemy attacks, ace gameplay and some of the best graphics the Saturn has ever produced! 
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>> We now have the complete game, along with the okay 
Bee Oume CONC hrc ease Ore mitore ce 
= PLUS we've even translated the 5) Co) om 
BACK TO THE FUTURE 
Sometime in the future, scientists have discovered a 
strange diamond-shaped alien device deep in space. The 


POC URC SRC A Laem CNS Uae One| a 


pe\es craton ee (ou (e ee (ice m Ui Bola bel smo coleleMe le laste Rae ttae 
reaction that destroys the entire planet. Fortunately, there's a 
bunch of slap-happy space cadets up in orbit who aren't affected 
by the blast, so they decide to do something about it - which basi- 
cally means finding a way to travel back in time to avert the cata- 
strophe before it happens! The game actually starts on level three, 
Sateem epee Jewcy oemec mea eremerch con ke Co 
saving the planet as a result! 


WHOOPS, THERE GO MY LASERS! 


Radiant Silvergun is something of a major skill-test all the way 
through, with even the first level seeming near-impossible to sur- 


t 


A In one beautiful alternate reality, there’s a Saturn in every home in the 
EU Oe Oe CUE U aCe ear La 
next Friday. Aah, if only... eh, readers? 





yA UU eral 






POR Re Om 
some huge lasers. 


PNR SO 
two-player mode. 


MO rece We Ble acm om emer mi im (eee lae ste 


posefully NOT shooting enemies to gain extra points... see how the 


enemies come in either red, blue or yellow? This allows for one of 


the most innovative features in Radiant Silvergun - chain bonuses. 


A 


Once you've mastered a particular level, and are able to scoot 
through it without too much trouble (a huge task in itself), 
Litem eRe EN ela reece re coc Me ctl alten oR Cod 
FUELS R ora e mim abt me yeas) Cota” 

enemy. Yes, it makes completing the levels much more 
difficult, but it’s this classic Treasure-esque extra 

PO a MUO ow CMa oem cola i) 
large replay factor. Add to this an extra option menu 
containing five ‘?’ icons to be unlocked by collecting 
stray dogs hidden throughout the game and it’s safe 
to say that Treasure is showing the same high quali- 
ty, spaced-out talents it always has. 


DOG MASTER MODE! 

BUC BPS wm UCT Com ote ase ec e(( mecha melrls 

like a plump little cherry sitting proudly on top of the gor- 

PoE Cele rlm oes mio Ce Rech cmap Natats 

through the game, you start to notice small dogs 

EN e)cocvebt aha @ eee eR el NCE sia meats 

you've just shot a special area in the scenery with the 

lock-on homing plasma (the only weapon which locates the dogs), 
CCMA te Boa Bic meta ee CMU CERO e cle aster 








a 


the option screen dedicated to this Dog Master thingy, with the 
game counting how many dogs you've found and rating your per- 
formance too! Collecting more of the doggies hidden throughout 
beater teu Re) CMR amie Ce ec ew Tem ei mOsm aCe eL ule eae} 
far we've opened a slow motion mode and a level select thanks 
to finding those dogs and completing the game on Arcade 
Mode. It’s a monster challenge to concentrate on just staying 
EV ome ia oon eee) asta ene M cleo c mnie ed 
great to see a shoot ‘em up with so many options and fun- 
extending features in these days heavy with one- 
dimensional over-too-quick games. 








GRADIENT? SUPERFUN! 
The difficulty level is so perfectly tuned that the game 
doesn’t feel the need to confiscate your weapon power- 
ups when you die. In fact, the weapon levels even 
Oued e Te Romeo Con ur melre ciao 
unfair technique employed by many shoot ‘em ups of totally 
wiping you out the first time you make a mistake. And 
uniquely, it’s even possible to save your power levels to 
memory when you die, allowing you to begin your next 
game with much more powerful weapons right from the 
start, making cruising through those early levels an easi- 
er task. It's a sign of Treasure’s huge confidence in the 
Fees time Lew baco Ce (eR CR CcLe CET @ ELC ROU oaeibilsy 
else in here, the designers have got it absolutely spot on. 





Pe CR UCR Dm OU a 


A ...meaning it’s possible to play the first level whacked-up to full power! 


PC ra 
ATT Mee Oe eee 1 
of who send advice and 
OTE ROS LF 
each other at the end of a 
RCC ood 
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A More nightmare bullet-dodging is required here. And everywhere else too. 





>> LEVEL 42 X (} A Players are protected from damage when the Radiant Sword is used. 
Radiant Silvergun also contains a © ¥ 
slightly confusing multiple route sys- =, eo arsrel meee Velo eoa cli) ke me CR Nm eco Bit td 
tem, where it’s possible to take two differ- jammed loads of great extras into this ace game. 


ent routes through the game, each with one dif- 


ferent (and huge) extra level. Even more confus- 2 UNLIMITED 
ing is the way players start the game on level SRI EVM eae Ra CCS e CCC eee eee MB Cele Telm SIM e-ap emer td cer al co] 
Pa 


three, with your performance against the end life even more in the two-player mode. The way weapon power- 
LTA acter moms ee BOE OBL PTE DCCA NET CleReurcole Meret uee TOR Ble oem- Casas 
level two, or a choice between levels two and four. usual squabbles about who gets the icons are done away with. The 
If you beat the level three boss quickly, it’s straight number of on-screen enemies remains the same, although the 
SRD Raion sats eMey RON (Beh erae au) chy LoTekS mel cuit ee eit Row eR CEM \ men eey tthe] act-1e (oy ces) bad 
bypassing level four altogether. Play poorly from that though, the two-player mode is identical to the solo 


against the level three boss and a level select game, with no extra moves, co-operative attacks or anything radi- 
appears, allowing you to pick either level two or cally different. To be honest, we were expecting a little more in the 
the extra-hard fourth level, before joining the way of two-player mode innovation here, but it’s still a damn-fine 
route again at level five. Told you it was a bit two-up blaster, even without any specific enhancements. 





So, it’s a Treasure game, that must 
mean that there are some incredi- 
ble bosses, right? Damn right! Each 
level contains at least four shape- 
shifting ultra-blasters, with some 
of the most scary and downright 
nasty attacks going. The final boss, 
plaster Bc veetsulept pretest 
difficult, with loads of attacks! 





PTS CSU LU Vala 


PU Ce ae Ee STRUT Cham UE Ue Cae UC a 
SEO eS ea ae eA ECan Ces SCS COR UCU EN 





FCO BUS Oe my Ce UC lc 


BULLET-DODGING MASTERCLASS 

Eo e Relat eek cere oet eR eR Tm lurme aS 
award for ‘Most Bullets On Screen At The Same Time In A Shooting 
fer vetme spied Bal Cyaan R UN aI CR CORB BC ihe 
VES \me esa Rlvele) (Mevate Reut Keo) loeeCacas BEB Cl ae emea CS 
generous side too, allowing plenty of jammy “How the hell did I 
EN Coo Raut \cdmmenerauloateo Bilt obatimi ion tal Key a e( oy t= allo Bolduc 
COR eee R aoe oil seb rm Came tly erm ed etl 
ingly packed two-player mode, but has there ever been a shoot ’em 
up that didn’t feature the odd flicker and glitch? For the hardcore 
ES lolol oe TED ears ES Ole bULCt ous CE RUS Bll Both ships have identical weapons - blue for player one, red for player two. 
tant skill! And considering the stratospheric level of what the 

Saturn is being asked to produce here, surely the old chap can be AND THEN THERE ARE THE GRAPHICS... 

forgiven the odd lapse? So Treasure’s got the gameplay sorted out, that only leaves the 
graphics to worry about. For a company so adept in producing 2D 
games, we were intrigued to see how Treasure would fare in the 
Deb ilanmselccmetresey oie ree eee le Bir ticoceRes 

Saturn, and mastered it well, with Sega’s black box obediently dis- 
playing unbelievable amounts of action, pulsating, spinning, 
super-colourful backgrounds and massive 3D bosses, while Pat 
also coordinating the seven spectacular weapons that your wr 
ship fires. The lightning from the homing plasma gun twists 

and turns as it locks-on and follows the enemies around the 

screen, the lock-on plasma produces mini targets which fire curv- i] ny 
ph B CCR RRC eam Te MUSA saueb-a oe ole cece 

as colourful, sharp and hi-res all the way through. 































MIST OPPORTUNITIES 

PeeWee ene R (aim item UB Cotare Ce Ba Ceo) Diol 
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scrolling over the top! This appears in various other places f] 

throughout the whole game, and when one of the multi-chunked >> ™™ — 
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LINK 


100000 B.c 7.13. 18:05 
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A Beat the big hi-res man to travel back in time 
to the year 100,000 BC, where there’s a huge... 





>> 





re in times 





... test to be faced, with this sixty-second bullet- 
survival session to complete the game. It’s hard. 


3D bosses swoops into view over the top of this lot, it all looks way 
too cool for this to be a Saturn game... but it is! And these back- 
grounds move around all of the time too, spinning and scrolling 
through 360 degrees, all in hi-res, and all featuring bucket-loads of 
CMe Ten CoM ML oe CRU RUE ee mee) a crear ro 
is one of the highlights, along with just about everything else. 


A This is what we in the industry refer to as a “Warrior's Grab” - a particularly high quality screenshot, 
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A Level five takes place in a huge mothership, with moving gun posts, 
DUS CMS OMT COL 





COD sews OUT eR et Bie 

SUSI e Meese tery eee ea tt memeem nhc 
SSO ee ee MUSEO Mee BUTE. TVA d 
huge, and swoops around the hypnotic perspective-shifting back- 
ground like you wouldn't believe, throwing frighteningly high 
PINE R MOCO MMAR Meee Mec OM Ui MOC TC RULCMIE Le Cori 
challenge ever posed in a shoot ‘em up, which sees you just need- 
ing to survive level one (set back in the year 100,000 BC, thanks to 
NTRS ec Nolen CT oe MCT em Un ome 
enemy shots (your own weapons are useless in this area) spin 
rapidly outwards like you're stuck in some kind of psychedelic 
tumble-dryer of doom. All set to a spooky horror soundtrack-style 
Gregorian chant music! It is possible, but it requires bullet-dodging 





A See how much wider player one’s laser is? Use weapons consistently to 
raise their power and range. Power levels may be saved to memory too. 


on 





and concentrating skills of the very highest calibre to do so. Which 


ehMac eRe Meer Tes oe-a tree CTIA 


Pee) TUF VE etd 

About the best we can come up with is the way that enemy shots 
Ev Brose eM mo ei erC Me oe CR ees beeKes Mee 
power your ship produces, meaning that it’s occasionally neces- 
sary to stop shooting and concentrate purely on dodging bullets. 
But that’s not much of a complaint really, and to pick out such a 
tiny thing in a game of this magnitude illustrates just how right 
everything else is. The lack of any extra-special features in the 
two-player mode is also a slight disappointment, but this is easily 
countered by the ace Dog Master feature and the many secret 
(oye) sod ater thee M miei ebi maar Tom 


LET’S EXAMINE THE EVIDENCE 
Radiant Silvergun is an absolutely fantastic game - are you con- 
Meteo eR em We Ve ree maga nom cei CtasT ort 





A That’s the lock-on plasma in action. This travels through the scenery 
COME UNC UC ade WC OR ODe OM OCC m Um 
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well and truly ‘in action’ should convince you it looks t 
Pa atCV NAS MUR BTR etl CCRT CES Oat (ae 
PLE VANo R oO Eig Pim ROM CREA sic 
it’s up there with the all-time classics of blasting created by 2D 
specialists of old, such as Irem, Taito, Capcom and Seibu. There are 
loads of bonuses and extras to discover, making Radiant Silvergun 
one of the most feature-packed shoot em ups we’ve ever seen too, 
and it’s even really hard, so should suit anyone looking for a hard- 
core challenge. And if you’re STILL not convinced after all that, try 
turning the page to read another two pages packed with more rea- 
ORV B TPR Com CALM cele iaI (oct al 


A.0 7.14. 21:30 
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Le cascenre : 


A€ach stage is split into at least four separate 
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and that background rotates 360 degrees too. 
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IMPORT REVIEW 
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N/A SHOOT ’EM UP 


























A Some bosses take ages to destroy. That’s good! 


A It’s hard to believe how much action there is on-screen. 


Fully gorged with awesome gameplay and throbbing 


produced, Radiant Silvergun is ready to explode in a 















ver since Capcom stopped making any- 
thing but Street Fighter games, and every- 
one else found inner peace churning out 
tedious racing games, the old fashioned 2D 
arcade blaster which championed gameplay over poly- 
gon-pumping action has all but disappeared. Good for 
us then, that those gameplay perfectionists at Treasure 
know that great playability still makes the world go 
round, and even better, it’s saved its best for the Saturn. 
And boy, Radiant Silvergun is definitely the very 
best. We get flooded with Japanese shoot ‘em ups every 
few months, and most of them are rubbish, so when we 
see that Treasure logo of quality stamped on the front 
of a CD, it’s time to sit up and take notice. Or rather, it’s 
time to fall down in a dribbling heap and thank our 
lucky stars, because, right out of nowhere, Treasure has 





A (Left) There are loads of bonuses and secrets too. 


revived the flagging shoot em up genre with an 
absolutely storming game, combining its trademark 
awesome design with some of the most impressive 
graphics the Saturn has ever managed to create. 
Visually the game is an outstanding mix of 2D 
detail and 3D power. Early levels feature hi-res scrolling 
2D backdrops, while from level four onwards there are 
some technically gorgeous 3D effects and set-pieces, cli- 
maxing in some of the Saturn’s finest ever moments, as 
giant 3D bosses swoop and zoom over some detailed 
and speedy backgrounds. It looks great, it really does. 
The weapon systems are perfect too, with forward fire 
for power, wide fire for covering both sides of the screen 
and negotiating tunnels, lock-on plasma for accurately 





A The red ship is just about to unleash the gorgeous-looking Radiant Sword special. 
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A Everything glows and pulsates, generally looking incredible. Good work, Saturn! 





A We’re all huge fans of Treasure’s games here, and Radiant Silvergun is the latest must-have title from those gaming gods. 


picking-off specific areas and homing fire for cleaning 
up the stragglers. 

This is also a game with an incredibly high replay 
value. Thanks to the three colours of enemy and point 
bonuses for only shooting one colour through- 
out a level, early and easier parts of the game 
are given an even more enjoyable slant. 
When they've been mastered, you find 
yourself trying to get through levels only 
shooting the red enemies to gain extra 
points. Basically, players make the game 
harder or easier to suit their skill level by 
going for the insanely difficult bonuses. 
As a result, Radiant Silvergun actually 
becomes more fun once you've grown 
familiar with the attack patterns and levels, 
which is something quite unique for a shoot 
‘em up, and gives playing through early lev- 
els an extra dimension as they try to grab every hidden 
item along the way. 

Radiant Silvergun also plays really well, with slow 












IMPORT REVIEW |E2&Z 


Of course you want to play it, it’s incredible! There 
are two options for you to take: (a) try to find an 
arcade with a cabinet and bring a wheelbarrow 
full of change with you, or (b) get your Saturn 
switched and buy your own import copy to love 
and cherish forever. You'd have to be a bit of a 
loony not to consider option (b), as even if you 
couldn’t care less about how the Saturn import 
switch works, the simple fact is that there are now 
far too many ace Japanese-only games to ignore 


even get to keep your weapon power levels when you 
die. But it’s still amazingly tough, with absolutely heaps 
of bullets, massive bosses with screen-filling laser 
attacks and a huge range of standard enemies to tackle 
in between. You want secret stuff? Try chain bonuses, 
Dog Master Mode, multiple paths, weapon bonus- 
es and entire secret levels and bosses to find. 
There are RPGs out there with less depth than 
Radiant Silvergun! 
It’s a great game, it really is. The best 
shoot ‘em up on the Saturn by miles. Ace 
gameplay, great weapons and control, and 
it’s all nicely topped-off with some consis- 
tently amazing graphics that the Saturn just 
shouldn't be able to do. If | could have one wish, 
it would be to magic a copy of this into the home 

of every Saturn owner in the world, as Radiant 

Silvergun is one of the smoothest, coolest and 
best-looking shooters ever made. And in one 
final and heart-warming twist of fate, it’s only available 
on the Saturn. | can find no fault with this game. 





enemy bullets, generous collision detection and you GARY CUTLACK A (Left) There are loads of bonuses and secrets too. 





V Radiant Silvergun is the perfect combination of 
Treasure’s coding genius and the Saturn’s technical skills. 


Outstanding bosses, hi-res 2D and 3D backgrounds, great 
special effects, lovely weapons - it’s just plain gorgeous. 


(G RAPHICS 96% 








Some kind of futuristic space-opera, along with loads of 
Japanese speech from your co-pilots. Strange, but cool. 


(so UND 92% 





























Seven weapons to learn, but you need ’em all to master the ° 
(PLAYAB ILITY game. Far too many other great touches to list here. 95 % 
It’s tough to begin with, but add in the bonuses and secrets ° 
(LASTAB ILITY to make it one of the biggest gaming challenges there is. 94 %o 
OVERALL 


We’re not joking, Radiant Silvergun is the best shoot *em up 
on the Saturn and one of the greatest blasters ever made! 


5% 
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The Capcom juggernaut keeps on rolling this issue with 


the arcade and powered by the 4MB cart, this tiny 








BEAT ’EM UP 





One of Marvel vs Capcom’s greatest features was 
the sheer volume of obscure and classic characters 
hidden in the game’s 2D backdrops. Pocket Fighter 
is no exception as Capcom has crammed super 
deformed faces all over the place! Keep your eyes 
peeled for such visual treats as the Super Street 
Fighter II Turbo crew eating at a sushi bar, M Bison 
sledging, Blanka and Vampire Savior’s Rikuo 
enjoying a day at the beach, Balrog and BB Hood 
Christmas shopping, Dee-Jay’s bar and WarZard’s 
Leo taking a quick nap. See how many cameo 
characters you can find! 





A Street Fighters retain all of their original moves. 


aos 
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A They may be small, but the Pocket Fighters are a tough bunch of teeny titans! 









he main problem with Capcom’s coin-op 
and console games is that, try as you 
might, you just can’t fault ’em. In the 
hands of other less-talented developers, 
the likes of Marvel vs Street Fighter or Vampire Savior 
could well have been laughable (remember Acclaim’s 
16-bit super hero titles?). But Capcom is the undisput- 
ed master of the 2D beat ’em up. 
That’s why Pocket Fighter is such a joy to play. 
Yes, the game’s super deformed characters and sickly 
sweet appearance may well induce gagging sensa- 
tions, but Capcom’s talents have always shone 
through in the gameplay department. Not that Pocket 
Fighter is a visual letdown of course. In fact, thanks in 
no small part to the powerful 4MB cart, the game's 
many frames of animation are well-worth the price of 


and hilarious, over-the-top 
is a Capcom Classic! 


* 


A Check out Felicia’s MegaMan outfit! 


admission alone. Start a combo, with simple punches 
and kicks, and your chosen character launches into 
costume change overdrive - switching outfits, clothes 
and identities like a transvestite on acid. Each of these 
costume changes is also accompanied by its own 
over-the-top special attack, with even stony faced 
fighters such as Ryu and Zangief hamming it up like 
Laurel & Hardy. 

However, there’s no time to stop and admire the 
scenery in this pint-sized pummeller, as the action is 
as fast and furious as any Capcom fighter of yester- 
year. Players may make the mistake of presuming 
Pocket Fighter is just a simplified, kiddie version of 
other Capcom 2D beat ‘em ups, but this error will cost 





Lei-Lei’s moves are truly weird... 


Tia aald oS 





Capcom first dazzled us with its combination of 

super deformed combatants and gem-based 
| action in last year’s Super Puzzle Fighter II Turbo. 
Basically an enhanced version of the classic Tetris 
formula, players attempted to drop jewel blocks 
on each other in an effort to unleash miniature 
Street Fighter attacks. It was a minor Saturn hit, 
but what players really wanted was the chance to 
pit their favourite pint-sized heroes against each 
other for real. Guess what? A year later and your 
prayers have been answered. Who says Capcom 
doesn’t give gamers what they want?! 


A Thanks to Capcom’s 4MB cart, the Saturn version of Pocket Fighter perfectly recreates the coin-op’s stunning animation. 





them dearly. The game plays virtually the same as its the item system, claiming it’s just a way of getting a 
big brothers, with the usual array of fireballs, few cheap hits in, but if it gets the job 
Dragon Punches and special moves on done and looks cool... who cares? 
offer, providing a feeling of familiarity Pocket Fighter also contains 
and ensuring players won't have to console-only features, ensuring the 
learn 101 new button combina- game’s longevity once you've 
tions. That’s not to say that Pocket whupped Arcade mode. Training 
Fighter is without its own unique and Running Battles provide players 
gameplay features. In fact, it’s the with opportunities to hone their skills 
addition of the Gem system, Mighty to perfection or face a real challenge 
Combos, Special Throws and Mega by tackling the game's entire roster of 
Crush that give this title its real characters with only a dwindling energy bar 
appeal. Street Fighter fans will and fighting experience ensuring victory. This is a 
easily get to grips with the game’s warrior’s option, to say the least! 
basics, but the chance to learn new Wrap this package in a candy-coated shell 
techniques and combat techniques and Pocket Fighter is yet another Capcom win- 
is always welcomed. ner. Okay, so it’s not as instantly accessible as 
Likewise, the ability to pick up and X-Men vs Street Fighter or as gory as Vampire 
hurl items at opponents is also much appreciated, Savior, but if this is any indication of the quali- 
requiring players to block ridiculous energy-sapping ty of forthcoming 4MB coin-op-to-console con- 
icons while still keeping their eyes peeled for incom- versions, we're gagging for more of the same! = 
ing sneak attacks. Some gamers may choose to ignore MATT YEO A Bizarre outfits and moves make Pocket Fighter a treat. 




























4MB powered visuals deliver silky smooth frames of anima- 9 YW it plays like Street Fighter, looks like Puzzle Fighter and 
(c RAPHI cs tion and some truly hilarious costume changes. 95 % supports the 4MB cart... waddya waiting for? BUY IT NOW! 
Suitably cute BGM and sound effects perfectly complement ° 
(so UND the game’s tongue-in-cheek sense of humour. 90 %o 
As engaging and deep as any 2D Capcom beat ’em up, with ° 
( PLAYAB ILITY extra gameplay features and enhanced options. 95 %o 











(LASTAB ILITY Arcade and Free Battle modes last for ages, with Training 94% 


and Running Battle extras adding to the game’s longevity. 


3% 














OVERALL 


Another cracking Capcom coin-op conversion. Packed with 
playability and humour, this is an essential import title! 
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MAGICAL MYSTERY TOUR 


In the original Grandia, the magic system is some- 
thing of a mystery and mastering it isn’t exactly 
essential in besting the game - basically you can 
easily beat the game using your characters’ physi- 
cal damage dealing prowess alone! However, the 
Digital Museum gives players level 25 characters 
replete with the full range of mystical powers. 
That being the case, here are a couple of gratu- 
itous shots showing some of the spectacular 
effects Grandia’s magic spells produce. You really 
need them because the Digital Museum’s minions 
don’t take any prisoners... 





A Anall-new Army Base awaits in the new Digital Museum! 
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As revealed last issue, this Museum title is more than 
just a series of things to look at and go “Oooh!” 
Grandia Digital Museum contains all-new levels, new 
bosses... in fact it's a whole new challenge! 


s regular readers of SEGA SATURN MAGA- 
ZINE doubtless know by now, we kind of 
like Game Arts’ Grandia. Okay, there’s a cou- 
ple of things that are stacked against it: the 
fact it’s a RPG and more to the point the fact that it’s a 
Japanese RPG with little or no English text. However, any 
one who has played it will regale you with tales of incred- 
ible graphics, sumptuous sound effects, mammoth lasta- 
bility and unmatchable charm... oh, and indecipherable 








A Some more all-new level action in this fine museum! 


Japanese text! 
Aname like ‘Grandia Digital Museum’ might 
lead you to think that this is merely a gallery of 
art and sounds from the original game, _— 
but as we explained in last month's “Ay 
preview, this is actually a full-fledged + 
videogame! It’s what Grandia fans really want ' _/ 
- more levels of their favourite role- playing a 
game along with a bunch of intriguing sub- 






C 






Grandia. There aren’t any richly detailed townscapes - it’s 
dungeon action all the way - but the bottom line is 

that the game looks absolutely superb. Another 

plus with the lack of Japanese text knowledge 
required. There are one or two sticky areas, but 
the fact is that the majority of the game is pure 
action... and that’s good. 
So what's the big idea? As far as we can 

gather, Grandia Digital Museum is a showcase for 


games and a great history lesson on how this 4 a the development of one of the greatest adventures 
mammoth adventure was created, featuring ~~ = = sever created. All of the original oil painting artwork 
more gorgeous work-in-progress art than you a and character designs may be accessed along with 
can shake an excessively large pole at. £ ay » a". mini sub-games and what-not, but the catch is that 
Considering that this is “only” a museum ys m= "most of the exhibits in the museum have been pur- 
you might have imagined that Game Arts g; en ¢ loined by forces unknown. It’s down to Grandia’s 


would be less concentrated on the quality 

of this follow-up disc, but the fact is that 

the excellence of the graphics in this 

Digital Museum more than matches those in the original 


x main protagonists Justin, Fina and Sue to ven- 
ture out into unknown territory and find the 
stolen treasures. It might sound simple, but the 

fact is that it is not. Although you are instantly gifted with 





A Hmmmm... this museum is all well and good, but the real action begins when you leave it to retrieve the treasures. 


Lea dal 








Tas a 


A The fighting can get pretty intense early on the game - you'll need to be good. Very good. 






s Ss saat * he 


A Each of the different style of exhibit has its own room within the museum. 
FIVE YEARS OF PAIN 


Grandia originally started life as a Mega-CD prod- 
uct over five years ago - and that’s a fact! The 
Grandia Digital Museum captures the entire 
design process through its exhibits, allowing you 
access to the original design sketches as well as 
galleries of all the finished artwork as it appeared 
in the game itself. Now that’s not too shabby, eh? 
The fact that you have to play more of the game 
in order to retrieve all of these prizes is another 
bonus and actually getting everything takes 
absolutely ages... so there’s some value here! 


A A bit of fighting (left) and a spot of shopping (right). 


level 25 characters armed to the teeth with magic, the 
monsters you face are top-of-the-line meanies... certainly 
ona par with the creatures you face at the climax of 
Grandia itself. The artifacts are located in suitably cunning 
places throughout the dungeons. 

This game is just so cool - the dungeon levels of the 


5 


A The monsters here are REALLY difficult to defeat... 


original Grandia were all fairly straightforward and easy 
to get to grips with, with simple logic puzzles and plenty 
of fighting... and Digital Museum is exactly the same! 
The bottom line is simple. Those who've played 
Grandia will get a hell of a lot of fun out of the Digital 
Museum... seeing how the game came together and at 


the same time getting more of the same. Those who 
haven't played the original will find this a lot shorter, but 
much easier to get into. 
Either way, this game is a lot of fun and another 
great example of an excellent Saturn import purchase. 
RICH LEADBETTER 


It's a lot more than 2 Simple novelty - it’s an 
excellent ACTION role-player in its own right! 









































It might not have the diversity of Grandia, but this museum ° W If Lee Nutter was writing the caption to this screenshot, 
(¢ RAPHICS and its new levels sure look great... 94 % he’d probably use the phrase “Tank-tastic”. Worra plum! 
Nothing new in the aural department - the sound’s exactly ° 
(so UND the same as it was in the original Grandia. 93 % 
Unlike the original, a grasp of Japanese text is not required 0, 
(PLAYAB ILITY to progress - it’s action/adventure all the way. 93 % 
It’s not really a fraction of the size of the original Grandia, 
Oo, 
(LASTAB ILITY but there’s still ruck loads of gameplay in there regardless. 86 % 
OVERALL oO 
More Grandia, more quality levels! For those of you who oO 
own the game, this is a great bonus purchase. 
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GO SEGA SATURN’ tips 


We might have a little change in store for the Tips page next month, nothing major, just a little tinkering to make everything look a lit- 
tle nicer. As you can see, we're still keen on answering all of your gaming problems and tip requests, so keep sending us those tip 
questions with your letters when you next write in. Send everything to SEGA SATURN MAGAZINE Tips, 37-39 Millharbour, Isle of Dogs, 
London E14 91Z. We might even print some arcade tips if you ask... 


SILHOUETTE MIRAGE 


Treasure has just reinvented the shoot 
‘em up genre with Radiant Silvergun, 
while late last year it gave the 

humble platform game a comprehen- 
sive makeover with the release of 
Silhouette Mirage 

Hopefully a few of you bought this classy 
platformer on import, so try out this cool 
extra options cheat. 


Debug Mode 

After the Treasure log appears, pressX+B+Z+ 
Start. This takes you to a new option screen where 
the Debug Mode in question becomes accessible. 
Turn this option on and start a game to be given a 
level select and 9999 gold, plus a great sprite 
manipulation feature may then be activated by 
pausing the game, then pressing the Left + Right 
shoulder buttons. From here it’s possible to play 
with all of the sprite-scaling and technical details 


Y Treasure has enriched our lives beyond measure. 


Dear SSM, 
Are there any cheats to spice up Manx TT? 
Ben Rogerson, Carlisle. 


There are quite a few cheats in Manx TT, as we will 
now illustrate by printing them right here. 


that are used in the game! But it doesn’t 
place any limits on what you're allowed 
' to do, so there’s a chance it may crash 
your Saturn in the process, so don't get 
too carried away. However, do get carried 
away with the game - it’s fantastic! 


Sheep Mode 

At the ‘Select Transmission’ screen, press Up, Up, 
Down, Down, Left, Right, Z + Y. When the game 
begins, all players will be racing on sheep! 


Super Bikes 

At the Mode Select screen, press Top Left + Top Right 
+X+Y+Z together for a super bike. The timing on 
this is difficult, so be sure to press all 

the buttons simultaneously. 


Tantalus Bike 
On the arcade Transmission 


Left, Top Right, Top Right, Left, 
Right, Left, Z, ¥ + Z. Wait for 
the time to run out and your 


LOADED 


Dear SSM, 

| desperately need some cheats for Loaded - invin- 
cibility, more ammo... anything. Please help! 
James Hagerty, Merthyr Tydfil. 


A quick search of the SSM Tips archive (a crumpled 
piece of paper on Gary's desk) reveals the follow- 
ing: Pause the game and highlight the BGM 
Volume option. Press and hold these buttons in 
order: Top Left, Z, B, X, C + Top Right. A special 
Cheats menu will appear where you may skip lev- 
els, increase ammo, power, and lives. Highlight one 
of the options and press C to increase its number. 


Loaded has not even remotely enriched our lives. 


ad 


A Quite a good game. You can buy it cheap too. 


At the main menu highlight Arcade and 
hold X+¥+Z. When you enter Arcade Mode 
you'll now see the title of the songs at the 
bottom of the track select screen. Change it to 


hear your favourite Manx TT tune! Although the 
sound was our biggest complaint when we 
reviewed it... 


racer should have the Tantalus 
logo on his back 
Music Select 
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As the poor old Saturn gradually fades out of view, 
we'll be reprinting some of the codes for the more 
popular Saturn titles, helping you get the most out 
of all those ‘bargain bucket’ games that can be 
picked up for a tenner these days. Games like the ace 
Die Hard Arcade for instance. 


Extra Subs in Deep Scan 

At the main menu, hold X + Y + Z and select Deep 
Scan. Keep these buttons held down, then when the 
game starts you'll have even more subs. This actually 
makes the game even more ludicrously easy, so use 
with caution. 


Faster Subs in Deep Scan 
At the main menu, hold X+Y+Z+A+B+Cand 
select Deep Scan. 


Extra round 

Have you completed the game in two- 
player mode yet? If not, try to rope in 
one of your mates (or your mum) and 
complete it with both players. Now 
when the game ends there should be 
an extra one-on-one battle where the 
two of you fight over who's going to be 
the girl’s new bodyguard. 


We gave Saturn Doom a bit of a hard time back in issue 
16, but it’s still one of the games that pops-up 
often in our Tips Q&A letters. 


All Weapons 
Pause the game and press B, Y, X, Left, 
Right, C, X + Z to give your man all weapons. 


Baron enemies 

Pause the game and press Up, Down, Left, 

Right, X, Z, Y, A, C+ B. to make all enemies barons. 
They're rock-hard! 


A Rich gave Doom a measly 56% back in issue 16. 


A Bargain bucket 3D beat ’em up excellence. 


Hardcore Mode 

At the main menu, highlight Die Hard Arcade, then 
press and hold X +¥ + Z +B. You should find that 
when you start the game will be a little bit harder. 


Helicopter Kick 
sph To do the special helicopter kick press A 
+B+C atthe same time. 


; Remixed Soundtrack 
} While playing, pressX+Y+Z+ 
Start simultaneously. A new ver- 
sion of the soundtrack will now 
start playing. 


Full map 
Pause the game and press B, B, C, Top Left, B, B, C + 
Top Right to display the entire game area. 


Show all items and enemies 
Pause the game and press B, B, C, Top Right, B, B, C + 
Top Left to display all of the items on the game map. 


God Mode 
While playing, pause the game and press Down, Y, X, 
R, Top Right, L, Top Left + B. 


Level Select 

While playing, pause the game and press Top Right, 
Top Left, Z, R, Z, L, Z + C. Now you have access to any 
stage in the game. 








Import O&A 


We're constantly telling you how important it is to 
get your Saturn fitted with an import switch these 
days, so thought it might be a good idea to make 
this mini Q&A section a permanent feature. If you 
have any questions we don’t answer here, send 
them in and we'll add them to the list. It’s dead 
simple, honest! 


Q. Can | use one of those converter cartridges? 

A. Yes, but the games will be bordered and slightly 
slower, plus you miss out on the chance to speed 
up your existing PAL games - one of the major rea- 
sons for getting it done in the first place. 


Q. What do | need to get? 

A. Make sure you get two switches fitted - one to 
run games from other countries and an essential 
50/60Hz speed switch too. Most companies fit 
both switches as standard, but some charge extra 
for fitting both. 


Q. What does the 50/60Hz switch do? 

A. Japanese and American games all run at 60Hz. 
Without the speed switch all import games will be 
bordered and slightly slower on our 5oHz TVs. The 
speed switch also eliminates the borders and slow- 
down on poor quality PAL games like Marvel Super 
Heroes and Sonic R, but only if you have a 60Hz 
compatible TV. 


Q. How do | tell if my TV is 60Hz compatible? 

A. Generally, all SCART TVs made in the last 3-5 
years will be okay. But if you're unsure, it’s a good 
idea to check with the manufacturers to make 
sure, or it might be a slight disappointment. 


Q. What if my TV can’t take a 60Hz signal? 

A. You can still play foreign games, but they will 
have borders (similar in size to those in Sonic R and 
Marvel Super Heroes). If you're certain your TV 
can’t take a 60Hz signal, it may well work out 
cheaper for you to just buy a converter cartridge 
and just settle for playing everything in 
widescreen mode - the slightly slower gameplay is 
tough to notice if you haven't played the faster 
original anyway. 


Q. Can I still run UK games? 

A. Yes! But with a switch fitted you'll have access 
to all of those ace Japanese games that we keep 
raving about - games like Metal Slug, Grandia, 
Dead or Alive, Radiant Silvergun and the rest. 


Q. How much does it cost? 

A. Very hard to say - it varies from £25 in smaller 
shops to an unfeasibly high £48 in Computer 
Exchange. Shop around, some places also do spe- 
cial package deals on switches if you also buy an 
import game or two at the same time. 


Q. Where can | get it done? 

A. There's a handy list of companies printed back in 
the Matters of Import section, but try looking for 
local independent shops in your area as well - you 
won't have to post your Saturn to a stranger. 
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LOE EO RES SI COEUR a ee CL SLR a 
CT CCR STC OA OTE OU Eee TCE ICU Ur La 
TCC nV Gs CS 


BASIC GAMEPLAY 

After Death removes his weapons and armour, Alucard’s 
actually a bit naff. With Castlevania X, players are 
required to locate new items, some of which are situated 
kesae ue leeas eR eesti eke ced 
Diasec melce)) ORV uR ol Merle ela om S mele od 
up weapons, armour and powers, players will be able to 
Ta tN aurea. 


WEAPONS 

While Alucard’s knife is a fairly useless implement, there 
are more powerful weapons to obtain. Keep a close eye 
on your Inventory screen to see which weapon you're 
MU en eee Eek oe le ato) 
Psa a um iaele mone Mae Nol ute arla 
Alucard has the ability to wield THREE weapons: one in 
each hand and a secondary weapon. 
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Castlevainia X 
STUART 


mer eT HC ea 


(Pos 





sb 
RAM RRR ue el Reel a ea 
ies a tke eee ee LL 
Ele tole aM oles Colm leon cad 
Mee TER CLC lt haem Coe) 
Che ReMi ua Co eerie) 
items open doors and allow access to previous- § 
ly inaccessible levels, while helmets and jew- fy 
ellery provide protection from boss attacks. 


ee 
Eh 
aA ae 


JUNCTIONS 

Neca ee eee eee Ve el | 
Elem rae een eS Co ol mal 
Tad leT ie ol ee aol Su CML eal) 
impassable barriers make these levels extra-hard. Be 
Prem Me ale ule eel tite 


SAVING 

I can't stress this enough: SAVE WHENEVER YOU CAN! 
Tua ae eo M eel CoM ela cL orto 
and boost health levels back to maximum. 





mee Cte ey 


Ole Boe aula UNA) Ro Recall eolt 


PCT eu Wo) ea 





res ag 

Me eae aCe Teel ogee OR UCL Cod Colt 
The upper left may only be accessed when you gain the 
pe Be MM eels rial Lael 
DR ae R ete eC aCe aa mele 
be accessed via the Groundwater Vein. However, the one 
Sel NAN a ede ere Ree miele 
room. To access it, smash a passage through the huge 
tock formation above and then, when you have the Wolf 
DMR nia Keol Mola eee cella 
Oe Re Cue RC umole Maemo 





LE hag 
With the Bat, Mist or Double Jump, reach the middle 
re eee UR eR COR OR CE Oe Cele 





Lea: 

The upper left exit contains a hand weapon-filled 
room, accessible only via the Double Jump or flight 
powers. This room also leads to the Wolf 3 item. The 
upper right exit contains a wall and cannon only 
Elector op Aa elo 
right room contains a Save Station. 


ea] 
The upper left exit contains a magical door which may 
Cake touts RAUL ete ae Ree 


Point 6: Boss Room 
Once you can fly, check out the room in the upper 
right-hand corner for the Demon Card 1. 





LeeLee ad Ag 

Rielle ae Ural a em 
left-hand tunnel leads up to Orlox’s Room (which is 
fla eee MMe eRe ee mL Coe 
The upper exit requires flight or Double Jumps to 
reach a couple of useful items. The right-hand exit 
may be opened with the stopwatch weapon. 


Le Ler and A 
With the pink slabs out of the way, this route leads to 
Meloy (1 


Point 9: THE MARBLE GALLERY 
Col Tea oie VRC eae eme) Lum LE ole l LAL} 
ote Rue w liam oR) UR Ue eo 


emer AAA 
A 
iA 
(TAAL 


im ee aU 
aeRO CER Ol Reese Uae 1g 
left of this level with the aid of the Mist item. 





PL eh ae 

Players first encounter this wall in The Entry Hall from 
RU See mom elo aR CLAM alcom aS 
transporter in The Outer Wall to be taken to the left- 
hand side. Pick up the Max Heart icon and then step 
CUR Ti caa mod lim RCN oR ARENT 
Elec R OMI Maite Mar Rimi eee) ele 





Point 12: THE OuTER WALL 
This door leads to the The Clock Tower, but I'll deal 
Dame ile a meted amet 
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Beet eres Tamer ee elm Ue) ay 
PU ee en Eee cue uC hei) 


CRC el cea Ree e lead 
Eira e stale eR Cla Wc ce 
Mridie ake Raesetem nated Ecol 

lect all the power-ups. Drop back down and face off 

Eure ea OM Ma meal 

Due nen aia Le) 

De eC ech eM eae at) asia 
en Ut) een oh lect eco 


Bilas aad 
You enter the castle Tce Lael ck 
last (P1). Proceed to the right, hacking at the Wargs 
UPA RD ol aT Ro Sao 
Sle CC UC ONL rele ane eT Rls) 
item and create a tunnel through (P2). Head right into 
iat cacele eT) SEH leo me eK) 
PUR la tu em mel RRR ea Corel 
Nea RNC RC aC) Cel 
WYN arn ly Cece ce a a oC 


eae 


bile eae] 
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ae CMS Se MSIE Vlg 








er OR Ree Ren Ue am Uo 
door on the left. On the bridge, jump through the gap 
and float down and left to land on a ledge. In the room 
DORM ia eM Cag eek lh lle elm Rolls Ce) 
CO UMM a Ookla a RCM 
time, jump across the gap in the bridge and through 
Ree MRM eRe RMU acle Ca mc 
skeleton now that you’re armed with a dagger. Three 
hits will kill him and he’ll drop a sword. Don’t forget to 
select it on your Inventory screen (P3). 


THE ALCHEMY LAB 

ME aOR UR Cla ieee CMe elec oat 
Elie RAAT RO OY Team OM elm ey od 
EIR m ele Role RUM ROR Ce CLA tia) 
on the right and then up to the left (Pq). Go through the 
oie iam um a CUR Roce acag 
rol Meum Ul ee- lie Ce lale B 1) eM Le ood 
Nira le ae emir m ORR lela (elo) 
EY Mee UL Reol em ele ales ole 
Climb back up to the top and exit through the upper left 
CoCo cal Red CooL le elt} 
US ae MRA alee ied alos 
spitting poison, step on the switch and jump over the 








RGR ats Cale Cel Miia (oleae rN Tole Le 
PRM Mie RUN VEL Cue Rel ome Tare ty 
now drop items. Go through the door on the left. 





box to hit the other switch. Now push the box onto the 
Sere CU Ran eeu Re ont 
eMC ECR euc ur kota Le Clary 
RAE Ute ole SCL ae) Log 
STs) 0 ; 

Loic Tee (oO eC ROR oy ae REC 
via the top left door. Head up the platforms and use 


Re ICL elm US left. Continue up the room (P5) 
EUR otia cM ea RRC miei a ees 
TiC er Lele (0) = 


BOSS 1: GAIBON & SLOGRA 

Make sure you have a decent weapon selected and 
PETS Clm lose ROME LLM NCC Cela Ly 
Gaibon swoops down to pick his partner up. Wait 
Role ese ReM UCR Tm MCs Lae ee cleo) 
Ree LUT eM aac eM mito 
PEC aera ete mace aa sala 
and getting swift hits in. When he’s beaten, collect 
the life power-up and exit. 


After defeating these creatures (P6), head right, 
along the corridor and head for the middle left exit. 
Save your game and go to the bottom right exit. 


THE MARBLE GALLERY 
aMule Lee) el io Ree VCC 
ECR ote aC AW R eee REM aL 
tower. Skelerangs and Marionettes try to hit you, so get 
BRU es em Cae oe Reel) Rem el 
De eR UC ea or et RE eee 
BUM UR Ucar CES ce) ORM reece] 
and go left. In the next long room, defeat the ball-and- 
chain swinging Plate Lord, drop down, head right and 
lle uke ers cm Pee OEE UR ia ont e 
RU Ae] eo Ca aT aa leat -ee ol Berle a coe 
ale Aare Bee cola) (ole ae) oR Ceara Co} 
lower it then retrace your steps to the last Save Station. 
SCOR RM ieee ae CT 
grandfather clocks until you reach Maria (P7). Once 


ga 
GALLERY 


piles e/a 








THE OUTER WALL 

Head up and to the left. Keep going and save your 
PE ee clr ee ee) Cee eee tea] 
RR ei eee acolo 
OUNCES Ma ere cole NC me Role RRL 
eure Ulen eit) mer ame TEU RTC m ule elcid 








BRU i RR OR 
Rica sco) Reel Ree eel 
you take the left to the bottom and head left, 
eee Re Re lee MLL am lS 
wall. This takes you back to a lower part of the 
ENaC a Lee oda 
Station and use the top 
rt a ee Raa 
room, smash the globe 
for an item, dodge the 
Axe Knights and Spittles 
Bones and use the right- 
Emi 








A Above-right: The clock room contains more than one 
exit, but these are only accessible later on. 


oo oe oe eo oe oe oe eee 
= no — = 


she’s spoken to you, exit to the right. NOTE: You'll return 
oR ite lere aren see a oe Re en 
CLEMO R MR Ue) CMe ele Clery 
Lele ae Reem aoe Leer 
floors, as these are opened later (P8). In the next room, 
take the lower right exit (Pg) and proceed through the 
el Ree ee Ree era Rae 
Pha ae ie Rum Rel Cm Cl 





left wall for a secret item. Now drop down to the bot- 
Dom ease ole RUM CUR UCL) 
back up to the Save Station (P10). By the way, if you 
look through the telescope, you’ll see one of three 
Taenae um COR OR COR Marlee CoC col 
been relies 3 


BOSS 2: DOPPELGANGER 10 

aM aces eee RUN COR Lh 
mee eRe: a eee cee comer 
allows him to use more powerful abilities. Collect 
the item he drops, go back to save your game 
MTR aon UCR a 


Under the stairs is an urn with a Max Life power- 
PT CR Mee Rem Re Ce UE aL) 
a transporter. Hop in it and appear in a room in 
the Entry Hall level (P11). Collect the item and 
step on the switch. Go through the transporter 
again. Carry on climbing up and hit the motor 
switch to activate the lift. Head to the top of the 
ROR CR Mau aunscl neat) 
ers RR aR aS RCO 
one stop. Go through the door on the left (P12). 
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Questions - they always pop-up with 
hese complicated RPG things. Here 
¢y are the answers to a few of the 
most common problems that 
players encounter. If you 
have any more, send them 
in to our normal Tips Q&A 
section and we'll try to channel our formi- 
dable SFIll expertise in your direction. 


WV The attacks get better as you progress. 













if 


era 
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Is it possible to rescue Garosh from the battle in 
Saraband dock? A. No - Garosh actually runs off and 
joins the party that goes through SFIll Part Two. 

What are the maps for? A. The maps correspond to 
certain hidden areas and tombs. Once you’ve found a 
map, that specific area may be accessed. 

What do the dark rings do? A. They curse you if you 
wear them, causing the odd turn to be missed and 
energy to be lost in battle. Instead, try using them 
during a fight - this will unleash any special attacks 
that the dark items contain. 

What's the Mithril for? A. The final village in the 
game contains a blacksmith. For a large fee he fashions 
specific weapons for your team members from the raw 
Mithril. Dark Matter is used to form cursed dark items. 

Are there any secret team members? A. Oh, yes! So 
far we've found Frank and Noon. Check next month’s 
regular Tips section for details on how to find them... 
and maybe some others! 


in 


Players Guide: Part two 


This month we take a look at the last of the key characters in Shining Force Ill, and come to the conclusion that, yes, Cybel 
IS completely rubbish. What about the others? Let's take a look, shall we? 





A It’s great when the fighters are at full power. 


How are Parts One and Two linked? A. When you 
complete Part One it creates a special save position. 
When starting Part Two (sadly only available on 
import), the game gives you the choice of loading this 
position and continuing with the changes made as you 
travelled through Part One. Part Two is playable without 
Part One, but many of the characters and events are dif- 
ferent if you don’t have a Part One save position. 

How often are characters promoted? A. Only once, 
but they continue gaining power levels and learning 
new skills right through to the end of the game. 


a 


Plage es 


DANTARES 

Having four legs 

EUAN 

bac eee Maelo acd 

nightmare for 

Centaur Knight 

Prem airs 

he loses in the pant 

Cele aee eee 

than made up for by 

his considerable strength. He also has a great 
movement range, so be careful not to leave him 
Eee eRe eMC Rom Coley 
One of the game’s better characters. 


Maaic RatinG: DEBBIE McGEE 
HARDNESS RATING: OLD LEATHER 
Ears: SATISFYINGLY LARGE 
OVERALL: 8/10 


STANDARD ATTACKS 

Dantares starts the game as easily the toughest char- 
acter, but by the end he’s overtaken by a few of the 
other hard-hitters like Synbios and Obright who have 
a greater maximum level. His Mega Charge is an 
excellent three-hitter that finishes off most enemies, 
while variations like the Super Charge are also pretty 
good point-takers. 


MAGIC ATTACKS 


Dantares doesn’t perform any magic in the game. 


However, we hear that in his spare time he enjoys per- 


A The second part of the three-hit Mega Charge. 





forming at children’s parties, where his rabbit-out-of- 
a-hat routine is a huge hit with the kids. Sadly, it’s 
rather ineffective in the combat arena, as hardened 
Imperial troops do not think bunny rabbits are “cute 
or “nice and fluffy,” which leads to potential embar- 
rassment when it comes down to it, as waving a silk 
hanky to an angry Griffon doesn’t help. 


COMBAT TIPS 

His short-range lance attacks and lack of magic skills 
mean he’s only useful as a front-line attacker, but he is 
one of the toughest characters you command, espe- 
cially when he decides to perform his fantastically 
damaging Mega Charge. His long movement range 
often makes him useful for tracking down lone bad- 
dies and running off to hunt for hidden items around 
the edges of battlefields, but only at the expense of 
depriving the main group of one of the star players. 
He’s really good, so keep him alive. He has a pretty 
second set of armour too (as do all of the characters 
when they get promoted), so bear that in mind before 
giving up on the weaker team members. 





A An axe in the head - not a very friendly thing to do. 

















: fs 
ee At eR dang 
RO ae Moe 
aging weapons. He can also be equipped with a 
ae Beare ee eR) 
exchange for a huge loss in attack points and 
special moves. So far we’ve only found three of 
his specials - Lance Charge, Super Charge and 
Mega Charge. Is there a weapon specific one? 


A Dantares starts as the strongest fighter by far. 


Uetprcipae Ay 


HP = 23 23 
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A He has a long range and some devastating attacks too. 


ee Paes 


Lai 14/ 24 
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JUSTIN 


Eee a etd 

ema 

recruits to the team, 

Justin has more in 

common with bow- 

rsa EVAL Mala) 

fellow centaur 

Dantares. He's a 

Piciay aol uRerLe Le 

ter though, but it’s his long-range attacks that 
Re REN el EL 
quickly becoming a key team member. Exploit 
his powers to the max. 


Macic RATING: DeBpBiE MCGEE 
HARDNESS RATING: SOLID 
Ears: MODERATE 

OVERALL: 7/10 





He’s dead handy with a bow, having some great spe- 
cials like the Dazzle Shot and the great-looking 
Armour Shot. He also has a huge attacking range 
which comes in handy for taking out distant and 
obscured enemies. His defence isn’t the highest, so 
look after him and keep him away from the front line. 


Now call me old fashioned, but have you ever met 
anyone called Justin who's been any good at fighting? 
No, didn’t think so. Strangely enough though, SFIII’s 
Justin happens to be pretty damn hard - maybe the 
word ‘Justin’ translates to something like ‘Zorlon the 











gi 


Colossus 
Lael 


Mighty’ in Japanese? Anyway, he’s rather tough after a 
few levels of power-ups, and may be used in a very 
similar way to fellow archer Hayward - a second-line 
long-range attacker. 


He may only be equipped with bows, so it’s a good job 
he’s great at using them and has a terrific range of 
attack. The bows are quite dull as they don’t contain any 
specific specials, just different ranges and attack points. 
However, these long-range bow attacks are still an 
important tactic to use, often getting key hits on distant 
and obscured enemies. 


pet ety 
bY, 


MURASAME 

Wow, just what 

every good game 

should have... a 

Ninja! Murasame 

BCE Reali 4 

oleae clara [ee 

before the massive 

bee M Namal 

fete) (Tears 

DYE AC ane eee ae Lame 
Murasame becomes extremely useful later on, 
with his good balance of standard attacks a 
magic spells making him a quality all-rounder. 
CNR eR eee) ee CCL ACO oR LE) 
about the place, right? 


Macic RATING: PENN AND TELLER 
HARDNESS RATING: SHAOLIN 
Ears: DISAPOINTINGLY SMALL 
OVERALL: 7/10 


Murasame LV 10 


fa if Lj ow 


A His standard sword attacks are rather good... 
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Make sure you visit a weapon shop as soon as possible 
- there’s a special weapon on sale there just for Ninjas 
to use. What a coincidence. Although the sword he 
starts off with is pretty good too, with a nice range of 
attacks and specials. These super attacks, like the 
Cocoon, are a bit strange to look at, but get the job 
done nonetheless. His regular hits also cause a fair 
amount of damage, and when combined with the 
decent selection of magic attacks he has at his dispos- 
al, Murasame is a great player. 


He’s a pretty straightforward kind of guy really, with a 
great mixture of power and magic making him one of 
the most balanced characters in the game. His late 
joining means he never gains huge levels of strength 
like Synbios or Dantares, so don’t throw him in with 
the first wave of attackers - keep him nearby to heal, 
launch the odd attack and throw in the occasional 
magic spell. He jumps and somersaults when attacking 
too, which makes him one of the best characters to 
watch in action as well. 


ety ee a et) 


MP (eee 844/ 44 





BE 


’ S/ 47 


Murasame 
ty 


He can’t be equipped with any of the other fighters’ 
weapons, instead relying on the standard sword he 
came with and the Nunchukas which are for sale in 
the village shops. His weapons don’t have the biggest 
range of specials either, but his standard attacks are 
probably better than average. And the Nunchukas 
aren't really that good, to be honest. 





A And his magic attacks make him a well-rounded chap. 


A (Left) Bravery in the course of duty. You go girl! 


RATCHET 


Ratchet is actually a 

semi-secret charac- 

ter. To recruit him to 

your team you need 

to thoroughly 

tela mr lines 

mansion in Quonos 

village, just after 

winning the tough 

Plat MOT Clee ReMi eMel i Re) Ra 
rooms on the ground floor to see Ratchet in his 
laboratory tinkering with his equipment. At first, 
Pea aU Monell ae) Cree tog 
and joins the team. 


Macic RatinG: DepBte McGEE 
Uae ere e413 
Ears: Poor 

OVERALL: 6/10 





He’s rather puny when he first joins, but he’s also a 
quick-learner with great moves like the Rocket Punch 
and the great-looking golden Nova Shot. He doesn’t 
learn any magic attacks during the game, so he 
remains a pretty-useful-but-not-quite-essential mem- 
ber of the team. His specials are pretty damaging, so 
it’s always worth throwing him into battle to do some 
damage, even if he gets wiped out in the process. 


Robotically enhanced Ratchet is another long-range 
hitter, so he makes a great second-line attacker when 
he’s positioned behind a tough battle-axe like Obright 
or Dantares. He gains power very quickly, so make 


ts | 3 

It’s quite possible to 
Esa aalcele dam eal 
Cee TR UUL tel hs 
saving Irene from. * 
Bue rare 
PeVileslemie-l doi eltig 
mcm ela} 
Nol mare miles a 
class magician on 


TB eee ae anaes mek en 
terms of overall power, but has a better range of 
Wer aeRO Relea race 
dard combat too. She’s also a human, so make 
sure she does us proud! 


Macic: GREAT SOPRENDO 

HARDNESS RATING: Not BaD For A GirRL 
Ears: DISAPPOINTING 

OVERALL: 7/10 





sure to keep him engaged in point-earning action all 
the way through the game. His defensive skills grow 


quickly too, so keep using him to make Ratchet an 
even better member of the team. 


He’s another one of these magic glove specialists, with 
new gloves helping to further boost his range of spe- 


cials and normal attacks. He’s not that good with 


some gloves though, missing out on some of the more 


impressive moves, but his unique throwing style is 
enhanced by some of the more solid and powerful 
upgrades. It’s a shame he hasn’t managed to build 
himself any steam-powered special weapons. 

















Ql fe 
HP (= 


She’s a very well-balanced fighter, although some of 
her normal hand-to-hand attacks are pretty weak at 
first. But look after her, as later on in the game she 
becomes a very important member, especially when 
she’s been promoted to a second level character. 





A She punches enemies like a beat ’em up character. 








oc ATS 


eee | A || 


“Wi2 


2/ 44 


She’s another fairly weak character, but the fact that 
she joins so early gives you plenty of time to get her 
powered-up to a decent level. But it’s her magic spells 
which make her such a cool character, with a good 
range of healing and attacking spells at her disposal. 
She’s not exactly the toughest there is, but anyone 
with the Heal spell should always be looked after. 


Another glove user, with heavier and less magical 
gloves improving her attack rating, while special 
gloves found along the way contain some great spe- 
cials that she makes use of really well. 





A A good combination of magic and strength = nice. 
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elm gl ee oll 

this guide, I’m cur- 

navy -4 

Sze oa tL 

through for the third 

time, and STILL can’t 

manage to get Cybel 

powered-up toa 

(rea Pa lr 

leads me to form the sad conclusion that she’s 
illo a mney Nica me eel oa Male 
big ears. Her lowly defence rating and even 
lower attack level stop her from doing, well, any- 
uly -acsl iA 


Macic RatinG: DEBBIE MCGEE 
HARDNESS RATING: WARM MARGARINE 
Lee SIN 

OVERALL: 2/10 


A (Right) Cybel in half-decent attack shock! 


A 


Elder would seem to 

Eon eld 

PT Ee cool 

ela toe Late el evo O 

Naeem 

ae lel 

by Cybel in the annu- 

al Most Rubbish 

Game Character 

Awards. Once again it’s a nightmare to raise his 
power levels, with one hit from a decent enemy 
usually being enough to dispose of this feath- 
ered interloper. 


Macic RatiING: DesBiE McGEE 
HARDNESS RATING: RIPE TOMATO 
LVM TES No) aCe ey Ua 
OVERALL: 3/10 





STANDARD ATTACKS 

He’s able to wield a sword, and may even use stronger 
versions after he’s been promoted, but keeping this 
puny bird alive long enough to become useful is diffi- 
cult. As with all the characters he gets more powerful 
as the game progresses, it’s just that the enemies and 
his team mates progress quicker. He doesn’t even 
know any magic... d’oh! 
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STANDARD ATTACKS 

The only possible way of powering-up Cybel is to 
make sure she gets lots of kills early on in the game, 
but even the weak enemies at the start are too much 
for her to handle. She does learn a nice Tornado spe- 
cial attack, but the useless one hit moves she usually 
launches won't do us any good at all. The problem is 
that she has way too low a defence rating, meaning 
that one tap from a baddie is usually enough to finish 
her off. Shame. 


COMBAT TIPS 

Just managing to keep her alive through one battle is 
a mammoth achievement. The enemies seem to know 
that this equestrian liability is the puniest member of 
the team, which is why they always try to attack her 
first - making it even tougher to build-up her puny 
skills. The best tip for using Cybel? Don’t bother reviv- 
ing her at the next village when she gets killed. | feel 
mean saying that, but it’s true. May the centaur God 
take pity on her puny soul. And hopefully re-incarnate 
her in a slightly tougher body next time. 


A Once again, Cybel dies. Ooh, I’m just so sad! 


COMBAT TIPS 


He does have a long-range, and may obviously hover 


over inaccessible areas - try stocking him up with heal- 


ing potions then flying him out of danger, creating a 
half-decent mobile animal hospital that even Rolf 
Harris would be proud of. Or failing that, just don’t 
bother - he’s rubbish. I'd give him about 30% if | was 
reviewing him. 


WEAPONS 

He starts off carrying a Short Sword, but funnily 
enough, he actually does more damage when using 
only his bare claws. If you manage to keep him alive 
long enough to be promoted he can use some of 
Synbios’ magical swords, but not to any useful effect. 





A The biggest mismatch in the entire game. 


WEAPONS 

She uses lances and spears like Dantares, but she’s 
equally poor with all of them, lacking the power to 
drive home those crucial hits. Leave her back at one of 
the villages to make the tea while the real warriors 
handle the fighting. 





A Yep, that’s Cybel dying in the heat of battle again. 


LVé 


Cybel 
{an Pane 





A Elder - probably about to die very shortly. As usual. 


eT 


a ara Die ae aed 


Ets Ug ne eels 





A This final battle will take well over an hour to win. A Even Kahn’s Elbesem magic has no effect here. 

lage pub, but throw a few gold coins in their direction 
and drag them out, as they form the important second 
unit that tackles the simultaneous battle for con- 
trol of the dam - this secondary battle CANNOT 
be won without these helpers. As it happens 
they’re rather tasty - good job too. 


Seriously, this last mega-scrap will take well 
over an hour to complete, and there’s no 
way you can win! The Holy Warrior may be 
weakened slightly by your attacks, but this 
section is all about survival. The second unit 
goes to the dam upstream, where they have to 
fight a simultaneous battle to open the flood- 
gates and destroy the massive enemy. 
Meanwhile, the main team has to concentrate 
on staying alive on the bridge long enough to 
see the results... 















While the dam battle is happening, concen- 
trate on keeping everyone at the bridge alive. 
Then, just before the second unit defeats the 
Gigabreaker at the dam, start to move the 
bridge-based characters as close to the castle 
side of the bridge as possible - this will stop 
them being washed away with the Holy 
Warrior when the bridge is flooded. From here, 
it’s right into the final battle with... 


First of all, you need to prepare well for this 
final section - once the Holy Warrior has 
been defeated there’s another battle to go 
into straight after, so load your team mem- 
bers with as many healing potions as possi- 
ble - they WILL need them. Also, don’t for- 
get to visit the bar in the previous village 
and recruit those freelance fighters, as 
without them it will not be possible to win 
the battle at the dam with just the one 
warrior. You have been warned! 


This is something of an ‘all hands to the pump’ 
situation, with only one tactic required - survive 
any way you can! This is where the bridge sec- 
tion becomes even more important, as com- 
pleting that battle with a full complement of 
[}% ~ fighters makes taking Arrawnt a little easier. 
(294) Don't worry about your characters’ magic lev- 
els as they all get boosted to their maximums 
when you arrive here. But items cannot be 
replenished beforehand, so it’s vital to keep some 
healing potions in reserve. Take out those two magi- 
cians behind Arrawnt first, then move a strong charac- 







Before exiting the catacombs and entering the final 
battle, it’s essential to go back to the village and 
recruit those layabout ruffians to the cause. These 
weekend warriors spend most of their time in the vil- 


TET 


La | le 





A He’s on 285 points at the moment, but the super-tough end boss starts on 600! 





ter into the gap in front of him, following this up with 
some long-range magic and bow attacks. And don’t 
forget to save the game regularly, or it'll be back to 
the start of the bridge battle again! 


If you’ve bought yourself a copy of Shining Force III, 
you've no doubt already discovered a few moves and 
items that we’ve not covered (along with the 
rumoured FOUR secret characters!), which is one of 
the coolest things about the game - there’s just so 
much great stuff to find that it’s essential to play it 
through a second time to save all of the characters, 
discover the new secret team members, find new 
items and perfect that team-leading touch. A classic 
game. Will we see Shining Force IV on the Dreamcast? 
Oh, wow... hope so! 





A Synbios’ awesome level four Spark attack sometimes does over 100 points of damage! 
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HG The Guide: Part 2 
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Last month we explored the islands, learned how to 
count in D’ni numbers, activated the main power sup- 
PACT 1ace ROME RUM a cle LAE edd 
easy travel between the five Riven islands. This month 
Mela Wa om oR me eu lee ROE 
known as Gehn, and hopefully, solve the rest of the 
rea eR eam elm eR Cele m 








his is a strange meeting. Gehn has you trapped and 
Eee Re eS RU tee Mee) Le mS 
rison book from you to check out your honesty he 
UBC ele) ee) eM EME t 0) 
ind become a much kinder bloke. Now he asks you to 
ink to D’ni first, presumably to make sure you're not 
OL aOR Ma ea oR aC) om 




















I’ve really been looking forward to doing this guide. 










eC Musica eevee eee ie ON) RL 

? now be trapped and you are free to explore the rest of 
UR kom ee ee ul ell 
Ae Veter Me rR Ur a aR ato rel ae 
rl ado Cena essen ona 


SUEUR US eC m ea aha 
month - we’re on the homeward stretch now. Thank God. 







PN erat eee eRe el mile aa 
book, the next section starts with you trapped rather 
awkwardly in a cage, which limits your movements for 
a while. Turn to the left twice to see Gehn’s own per- 
sonal crest - five pen nibs, the D’ni number five and 
Sune Mktg Mea RN Mo) ola ole CMa TS 
button in the middle of this device to actually receive 
a visitation from Gehn himself! 











LA VoURU ele Lie ace eee ola eae eT 
will close the linking book, activate the furnace and 

sk you to reconsider while he disappears offtocon- 
TAR LMA tLe em oe aR ao ? book, the first is released. So go ahead and access the 
working, the five linking books are now ready to be ? prison book. Gehn will follow, releasing you from the 
Ere Re MUM oR ONES Mele aE RT Reece EM TEER Cyd nan Ol LC Marl coh ed 
ee eee Eun ina eee Rem a Re aR Teme) 
Cle) ee MIB RT SN Lun ey Teese MET Laeh leh ATU Men eee re ageetT RCo 
eee eel ore Ze aM ae LOL MR NIC Rola 
pen the fifth book (the one with a lone square on the thanks to the traveller-friendly linking books. 
UM ema con(e m Mmm las H 
would be better to wait, as there’s a code you need to 
eM Relea Rie 


RUSS LOR eC RCN MUS SELL 





















? Over on the writing table is a copy of the latest book 

? Gehn is working on, along with his pens and special 

i inks. There is also a door leading to the outside world, 
? but it can’t be opened just yet. Take the ladder that 

Fam (oreCoE Melon Con uM lla ecole ua R Lge ecole 
Hee eee MMe eel yA ULdne- a) Loe 

Se eC CR UCM ae ce Cee CC CN Ct Mee eluate tcm anes EN MUM c alm Coleen iS 





SUR LC Mm ere) UC Ce On 


86 SEGA SATURN MAGAZINE 









(oom on Survey island? That was actually showing 
Catherine’s room here - pervy Gehn has been keeping 
a close watch on her... 










Now Catherine should give you some important infor 
mation here - the way to release her from the prison 
eMac aera COMM Rear oe la ioe lad 





CEE MC ORCC US Sa 


eee thle eee eee a meme 
the tones you hear (this sequence is different each 
time you play the game). Now you have the informa- 
tion, head back upstairs and access the book with the 
small square on the cover. 


that the device back in Gehn's room made. Do this cor 
rae AC TCM OM UMA ORC ok Olean COLONES 
? up to meet her, where she tells you to return to the 

i telescope (way back at the start of the game), to free 

H her chum Atrus. 


BACK TO GENERATOR ISLA 


So now you're familiar with using Gehn’s ace linking 


3 





RSVR UEC RM cle RU Rime MR elton Coe 
remains of a massive tree. If you've already read 
Gehn's personal diary you should know that this is the 
IMM Ee Renee MUA ane Re a eo reLaoL me TC 
aR ee ME ce RoL mera yme (LCM OUTIL e 
into it. Head forward up to the stump and look around 
Lcolm CM Lie Tae eol( Mav CUR Ctr Ream tom rd Al ace) 
move up to the cage on the next floor. Ignore the 


? books, use the book with five squares on the front to 
Hea) Pete CR OMS EUAN OWA ie ate 
Senate MACRO ate ane Rls 
E scope you saw when you emerged from prison at the 
E Yr AO RNC Re ee CR amon aod 
H of the telescope, providing you haven't fiddled with it 
Heer m racer Aree support that prevents the 
switches - we'll come back to those in a moment. Now E device from dropping below a certain level. Remove 
SOTO MeP CMF) Natsime CoM tate Oem ua oli ool H Pa Sire) ola em Uma em me mem Cece ie M a) 
mE M Ne ele RCM ee CERO RUM CUO INI umn LORS eg Peck telescope. 

M 


“er 





a 


oo 
Pie 
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aan 


|: you huge lumps of cash as a sign of their gratitude, 





Ae RL Ue osama mike aa 
DE OM Rect arlene R NUL acy F 
(eee Mm ee eee a 
location of a button from left to right, and when 

SoA e Leet R age Ua R UR UME ules 0] le ea 
on the handle to open the small, round cover that H 
seals the fissure. Now take a look at the button on the E 
Lit ialaede( elm ee meee) Leela eR eal F 
around the outside until it points downwards, then j eC OO RO mTOR Ure OU 
press the button in the middle - the telescope will now : 
er atc ume eet ma RCS) 
leads to... 





The fissure sucks the telescope down in to the void below. 


One you've linked to Gehn's home, he launches in to 
Eli (en oes eee er Te 8) 
become, really pushing the ham-factor to the limit. (1) 
A funny thing happened to me on the way to the stu- 
dio. (2) And then she said “No, I've never come this 
way before.” (3) Does it feel nice when | do that? (4) 
This book is 2,000 years overdue. (5) Thank you, thank 


you very much. Oh, no stop,, you're too kind. : A ae Ue UCR ae a 





Ole Bo ara Re ee ee 
E you’ve gone through the trap book, Gehn will follow 

/ you and become trapped himself. But you still have 

: the linking book in your possession, so if you place 

: your hand on the image again, you swap places with 

H Gehn who now realises that the book is a prison. He 
BULL Se (RCo ® (ola er eR Ue Co 

: in history as enabling him to “purify millions”, then he 
: closes the book on you forever, leaving you stuck for 

: eternity in the trap. 





a arn ee 


: Te Rue eR Relea Anda eo 





Sa Ce : ing the prison book prematurely), the game always 


reverts back to the lab. But if you swap places with 


ieee ee LL 
eRe eM Ue ol Lol Boal) er aL 
Pols eRe ml olde [aslo 

; babble like he usually churns out when you see him. 
eMac arr oe 





Party on, dude! The fissure breaks, meaning that 
Catherine and Atrus are finally reunited to do whatev- 
er is is that young couples do. But instead of giving 


Pa PV LU PaL 


H they throw you into the fissure! Don’t worry, it’ll make E 





Ba you've completed one of the toughest games avail- : 
Be ei state Naa ee Cm ulel-nis 

H Eyre oe eel emer ae eee 
ENCES aa SRR LcN eeROR OALd 

: Riven, now is the time to start... 













lB EC aR ale cae eC a) Col E 

AeA R Te Ssh Os Ren scree edi maa ai 
? book back from the rebels, he will ask you to go and 
Cee etm lel he ee a a H 
F go through. Alternatively, if you see him with the link- 
E ing book, he'll give you the long speech and then ask 
BRECON Ch coy -um BCR r a Tel m arlor 4 
Behr trap yourself in the linking book somewhere 
Ea oun score returning to give Gehn the book, you 










uae we there yet? Catherine appears right at the end of Riven. 


ag BY THE pe 








? Once you're given the linking book back in the Rebel 

H Age, you can try to go through yourself right away. If 
BBO UCR Rec c meR cued 

E eRe) Mei cole lee ee rela leo al a 

H Ely lec at acoR alee R m9 ol 
i dering how you could've been so stupid as to trap 

: Pela R ao in ieee AL Ed 





H Se TUR UCR CRU RL 





Dae mae 
Pon ase 





See CUC Re ey aan cee aren macl iy 
F Solem mL dee rele eee) Rel ale a 
Baars thing you see is Gehn’s servant being used as a 

H FU Mol moh CLO ol aol le MR ae Lol fol] 

Ae iar yourself trapped in the cage back in Gehn’s work- 
: shop. He shoots you and then expresses amazement 
aes So asa olelis ae sec ED el eee Rico) 

: the wound. 





i Key in the code from Catherine’s journal to open the cover. 


ie a LINKING : 
BOOK: PART THREE 








collect the book. When you return, he then asks you to 

















UU aCe acc COG Ce 


get a slightly modified version of the previous trapped 


ending. In this one, Gehn still shoots you, but the 

Cy Tee lee eld mea 
already asked you to bring him the book, but that “cir- 
cumstances have changed”. Probably due, once again, 
to your stupidity! 


SIGNALLING ATRUS TOO 


AA a3 





If you ignore Catherine's warning and try to signal 


Teen aCe Uc SAS a tee Yet coe 


ing Catherine from prison, the fissure opens up 
rote meh el RS Aes e 
dard ending. Atrus comes running out of the portal, 
asking you what's going on, then sees the empty link- 
ing book in your hand. By the time he realises what's 
going on, Gehn arrives and shoots him. Then Gehn 


fissure or called stupid in this one! 





; BolT Re tM eld ae De Ne) 
Uo a eM LORETO) mR a0 
Fels ee Tels Coy eo OLA eed 





i “Yeah, thanks. Nice of you. Now sod off and leave me alone.” 





: CU Uae ee LOR Oe RC meu 


E marta Ll Cm a ete (ae Ao Colo 
ee Toe UN elie ee Rod) 
eee ne tur eer ma Ree} 

? to greet you before you are sucked into the void your- 
a eT Ri a ok ML ACR aCe 
Headers) ea at te 


KILLED BY AN IMPATIENT 


AND ANGRY GEHN 





é When you give the linking trap book to Gehn, he views 
aCe ele ce RRR unico a 
ese Ura ae ee Rm ce 
Ae Ra RON -oRi Co Me BCR helt aad 
when you've changed your mind. If you come back and 
Ae Re Rel cle acl 

i unless you're seriously prepared to help him. If you 
Ree RC Re Ra ee ect lNy 

: impatient and shoots you! His annoyance is quite 

? worth seeing: “You see? | HAVE changed. There was a 
ARR ORR Mr Wo SCR Rare 
eee eee 


‘comes up to you and says “I don’t know what you 
hink you were doing, but thank you. Now I'm finally 
ree!”, then his guard shoots you dead as well! An 
Imost comic moment of extreme tragedy. 


SE EU SE 
A mL 


Lee R tc) Ree eR CR Rel elo 
pening up the void and signalling to Atrus, you're 
cere R Ue OR ele 

Jol le eo AUR eRe aero ella 
eee em elt a ie CoM oot neu H 
Pree ttre Reina ele) ole aS ORT ae 
NEEM aan Ue ace) (te el ele) a ee 
nee Mea rie Rane ieee oR ok 





SIGNALLING ATRUS TOO 


EARLY: PART THREE 





AAU Reece ke UR Ue eee on 

? you notice that the books only contain a blank area, 
and seem completely useless. It’s only at the very end 
Ure Rome ar -arleee ue Ca} 
a ae cla eee gp neo eet ere| 
from Gehn’s place right at the end, it becomes possible 
Fe RWWA ORNATE R ORL mele Mery oe 
eet red ae sel es are Me ear 
eh Oe Ae mm cel ati 
Aare eet 
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As the cornerstone of Sega’s arcade development, AM2 have given us some of the greatest coin-op ever created. 
Now they’re set to take the gaming world by storm with a revolutionary 3D beat ’em up. WARREN HARROD reports. 





ega’s big summer fighting game, 
Spikeout, is nearing completion and 
it's looking great! Having recently 
played a 70% complete version at a 
secret location test, we're at last able 
to shed some light on how AM2’s latest 3D beat ’em 
up actually plays. And the good news is... it’s more 
ground breaking than you could possibly imagine. 
However, there are still many unknown areas to be 
revealed, including the plot and fighting system, so 
expect big changes and new features to be unveiled 
next month. 





FIST-POUNDING FEATURES! 
MULTI-BATTLE FIGHTING 

One of Spikeout’s special features is its use of fibre 
optical cables to connect arcade cabinets 

together so that real- 

time four player y 
network games are 

possible. Of course 

one player fighting 

is still possible, but 

the emphasis is now on mutual cooperation between 
players which makes the game far more enjoyable. 
SPRAWLING CITYSCAPE 

The game is set in one huge city block area containing 
such stages as Down Town and the Department Store. 
Players are not just able to move in standard direc- 
tions, but also via staircases and escalators enabling 
characters to freely explore each stage as they desire. 


Players are also capable of battling opponents whilst 
riding these moving platforms. This goes far beyond 


A The amazing graphical detail and realism in Spikeout is provided by the incredibly powerful Model 3 Step 2 arcade board. 
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the Undulation system used in Virtua Fighter 3, as the 
game'’s terrain actual- 
ly enables players to 


! plan and execute 
/ sneak attacks from a 
multitude of vantage 
points. So remember: 


keep your 
eyes peeled! Each of Spikeout's stages 
is divided into a number of smaller 
yet distinct areas. By achieving a cer- 
tain objective, you're able to advance to 
the next area. In total there are 12 stages, 
each of which is approximately 80 times the 
size of the stages seen in Virtua Fighter 3! 


the situation for a given area will be differ- 

ent for each game. Additional players who 
join in will also affect the game's scenarios. 
With so many possibilities available, 
Spikeout will be a completely new experi- 
ence every time you play it! 


PLAYER FREEDOM 
Unlike other scrolling games, that have up to 
now continuously forced players to keep mov- 
ing forwards, Spikeout gives you total free- 
dom of movement within each stage. Not 
only can you advance forward, but you can 
also turn around and return to other parts 
of the area you've already been to before. 
There are no ring-like stages, the entire town is yours 
to explore! In addition, there are also junctions 
throughout the stages where players may choose their 
own routes as well. 


VARIABLE SITUATIONS 
Depending on the number of participating 
players and the current fighting environment, 





A Facing enemies on your own is never a good idea... 





LINDA 

Height:172cm Age: 23 
Birthplace: Unknown 
Occupation: Unknown 

Fighting Style: Employs kick tech- 
niques to make use of her long 
legs! A compact fighter who does- 
n’t have any unnecessary moves. 


REALISTIC CHARACTERS 

There are four player characters to choose from, of 
which Spike is the leader. Each character has their 
own unique attacks and characteristic fighting styles. 
In addition, there are loads of special enemy charac- 
ters as well. Each character's clothing is actually based 
on current street styles and not typical game-like cos- 


A Linda may be a babe, but she’s a bitch in combat! 





TENSHIN 

Height: 193cm Age: 23 
Birthplace: Japan 

Occupation: Japanese Mafia 
Fighting Style: Uses a lot of wild 
spinning attacks where he swings 
his long arms around. Also has his 
own unique Kempo style. 








Height: 185cm Age: 27 


opponents to pieces! 


tumes. The boss characters are immediately recognis- 
able because of their immense size! 


ENEMY ACTION 


Previous multi-player fighting games have usually fea- 
tured enemies attacking one after the other, but in 
Spikeout your foes are present in large numbers (often 


A We’re not ones to applaud mob violence, but Spikeout’s gang: 


NOTES: © SEGA 1998 Note: Still under development. Subject to change. 


SPIKE (Team Leader) 


Birthplace: USA (New York) 
Occupation: Former Boxer 
Fighting Style: Strong, straight 
punches are his main attack. 
Uses his strength to smash his 








Height: 185cm Age: 25 
Birthplace: USA (New York) 
Occupation: Army 

Fighting Style: Uses a lot of 
uppercuts and powerful hits. 
Has a good balance of punch 
and kick combinations. 


over 10 at a time!). Fighting so many people at once 
requires players to master a variety of new fighting tech- 
niques. Team play is usually the essential key to defeat- 
ing them and preventing minimum injury to yourself. 
The enemy characters are also intelligent enough to sur- 
round a lone player and then pound them into submis- 
sion unless help arrives. 





-based bullying has us gagging for more! Yeah, boyz! 
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A White unleashes his trademark uppercut on a street punk. 


FIRST LIVE LOCATION TEST REPORT: 
SSM EXCLUSIVE! 

SEGA SATURN MAGAZINE's Japanese correspondent 
was one of the first people in Japan to play Spikeout 
at a special Tokyo arcade location test. Here’s what 
he thought of AM2’s latest offering: “Using one joy- 
stick and four buttons (Shift, Attack, Charge and 
Jump), Spikeout employs a completely new 3D fight- 
ing game system. Although much simpler in terms 



















ee 





A You can even take out opponents using other players! 


of control, there are various special attacks which 
need careful timing and skill. The emphasis is now 
on group play against large numbers of enemies as 
opposed to one-on-one tactics. 

The game's two player linked cabinets featured 
all four selectable characters and kicked off in the 
Down Town stage. Nobody was seen progressing fur- 


ther than this stage, so whether the game's other lev- 


els are playable yet is unknown. 

Spikeout’s camera view is controlled by the 
computer and is intelligent enough to automatically 
choose the best angle for you. The action is fast, but 
well-paced, with sufficient pauses allowing players 
to get their bearings before advancing onwards. As 
players progress, enemy characters appear from all 
around, sometimes coming out of buildings or from 
behind walls. This forces you to keep checking 
behind you as well. The on-screen map isn’t too 
obstructive and is easy to understand so you won't 
find yourself getting lost. 

Each area is blocked off to prevent players pro- 
ceeding unless that particular area's finishing con- 
dition has been reached. Once this condition is 
cleared, a message appears telling you to smash 


B@3 Zako 13 


os 


of iS be Etaoed hee tal 


A With cabinets linked by fibre optic cables, Spikeout is the ultimate multi-player arcade fighting game! 
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A The map appears when players have achieved their 
objectives. The arrows guides you to the next stage. 





through a gate, fence or wall. At first you can’t usu- 
ally see it, but if you keep turning around you'll 
eventually encounter this flashing sign. A single 
attack will break through and you're able to 
advance. In order to prevent players from returning 
to the previous area, AM2 have incorporated ele- 
ments in the game to block your retreat. For exam- 
ple, an oil tanker is driven across the road blocking 
the street or you have to jump down from an unfin- 
ished staircase. However, each area is still very 
large and the game never forces you forward unless 
you're running out of time. 

Spikeout's graphics may look simple in these 
screenshots, but in reality there is a lot of detail and 
it’s worth remembering that AM2’s Model 3 Step 2 
hardware is in fact reproducing an entire town in 3D. 
Having hired some architects to help with the build- 
ing design, the whole town looks very realistic. There 
are plenty of objects around the streets which you 
can interact with, such as trash cans and mail boxes, 
and even when there are no enemies you can smash 
up the town instead! The characters’ smooth 
motions are obviously the work of the elite VF3 team 
and far surpasses anything they've ever done before. 

The new style fighting action that Spikeout 
introduces is, in one word, fun! You'll enjoy the 
excitement of being able to choose which enemy to 
fight next and get a real kick (no pun intended) out of 
helping your friends when they get into trouble. Oh, 
by the way. We can’t say much now, but you'll also be 
amazed at the radical cabinet design as well!!” 





A It’s possible to beat up multiple opponents with one hit. 


ee 
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A Underground Sewer: Exits from the shopping mall and 
continues on to the factory stage. 


THIRD FLOOR 


BASEMENT 





A Fight opponents in the CD shop and send discs spinning! A Hey, it wouldn’t be a Sega game without Sonic! 
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sura Blade is a game we’ve been 

keeping secret since it was first 

revealed at last February’s AOU 

Show, but it’s been well-worth the 

wait. This great looking fighting 
game boasts the same of kind of excellently 
designed characters and visually incredible 
attacks that usually only Capcom is famous for. 
It’s certainly an arcade game worth looking out 
for this summer! 

The action takes place in a fantasy world of 
sword ‘n’ sorcery where an ancient kingdom’s 
most powerful warriors are fighting each other in 
an effort to obtain the legendary sword, the Asura 
Blade. It is said that the person who possesses this 
weapon will be able to rule the kingdom and 
claim great wealth and power...and there can 
only be one winner! 

There are eight standard characters (plus‘sub 
and final bosses) each of which has their own 


A Powering up your character’s Special bar opens up a whole new world of super attack related tomfoolery! 
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unique fighting techniques: Whether you play as a 
huge sword-wielding fighter, afemale martial artist 
or a necromancer capable of controlling the dead, 
you'll appreciate both the great character animation 
and over-the-top attacks. There are eleven beautiful 
stages in total, each one of which perfectly captures 
the mystical world of the game's characters. 
Asura Blade is aimed at casual arcade players, 
with a simple combat system that 
deliberately avoids unnecessary 
complexity. However, beat 'em up 
fans will discover that precision 
timing reveals hidden gameplay 
depths, with finely tuned com- 
bos and plenty of variation in 
standard attacks. 

Each character possesses 
special attacks and a unique 
weapon, both of which may be 
used in a variety of combina- 


es 


A Eight playable characters are on offer and there are 
many sub-bosses and end-of-level guardians to battle. 


A Asura Blade boasts many graphically awesome moves. 


tions. Not only can you attack with your weapon, 
but by pressing all three buttons at the same time, 
you can actually throw your weapon at your oppo- 
nent. However, you are then left weaponless until 
you pick your implement off the floor. 

There are also various special magical attacks 
to be accessed: These include the Magic Boost, 
which allows you to power-up your attacks and 
give them new capabilities (different for each 
character), and the Magic Break, which lets you 
execute a super-sure killing technique. Other new 
features included in Asura Blade are the Blast 

Away Attack, which lets you send 
your opponent flying into the 
air with a super attack execut- 
ed by pressing any two attack 
buttons simultaneously. 
There's also the Push Back 
Guard, which lets players 
push back an opponent's 
attack, opening them 
up for a cool counter 
attack. Keep your eyes 
peeled for Asura Blade in 
arcades this summer! 


eYGs33)3) 
22 
aA 


ee ee 
ae ee 


A It may look like an SNK game, but it’s Fuuki behind this hit. 





Fuuki Co., LTD. 1998 













SSM Why did you decide to create a new version of 
Virtua Striker 2? 

AM2 Obviously we had the perfect excuse to do it 
because of the World Cup in France. However, it’s also 
been over a year since we first released VS2 and we 
thought it would be the right time to do some of the 


things we weren't able to do last time. We started devel- 


opment straight after the first VS2. 


SSM What are the major differences in the ’98 edition? 
AM2 Because of the different teams in the World 
Cup, we've taken out Sweden, Greece, Portugal, 
Uruguay and Russia and added Scotland, Romania, 
Paraguay and South Africa. In addition, instead of 
starting the game with one fixed team formation, 


A The Sega Virtua Striker’s Cup 98 was held on May 
30th in Shinjuku, Tokyo. The victor was Mr Ujihiro Fujiyama 
who played as Croatia and won a trip to France ’98! 


© SEGA 1998 








you can now choose from two types of formation. 
There are also lots of small things, like the Rainbow 
Goal during the goal replay and the detailed game 
data which shows the number of goals saved and 
shoot rate displayed after each match. 


SSM How have you improved the gameplay? 
AM2 We've redone all the soccer players’ move- 


ments and tactics to make them even more realistic. 


This is the biggest change to the game as we had to 


4 
r 
A en OT As 
Las aaneeveel 
wT Ree ie | 


ee 

A Mr Satoshi Mifune, 
Producer of Virtua Striker 
2: Version ’98. 


A Virtua Striker 2’s 
Main Programmer: Mr 
Kentaro Fujita. 


We’ve already mentioned our big plans for SEGA SATURN MAGAZINE in past issues... and Coin-Operated is no exception. 
As part of our on-going quest to bring you the latest arcade information and developer updates, we’re proud to present 
a one-on-one chat with Virtua Striker 2’s Kentaro Fujita and Satoshi Mifune. WARREN HARROD asks the questions. 





completely readjust the entire program to maintain 
the game balance. You'll notice that the individual 
players’ actions are handled much better now. 


SSM Is VS2 now perfect or can we expect a ’99 version 
next year? 

AMz2 You can’t really say a game's perfect, although 
we have accomplished everything we set out to do 
for this version. I still think there are things we 
could improve on... maybe in our next game! 





A Sega’s public shows always draw a huge crowd. 
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Ome e TU MR Cea tle ty 


AEA Celt RM Mo mee Meta [ee th) 
for work purposes, so here are our ‘official’ 
Pee ee Ce 


1. Seganet 

MAAN ets Ue) 

Bizarrely run by an Argentinean kid, Seganet rarely 
miss out on a scoop. Plus there’s always the 
ae mma emer mrs LC 


2. Next Generation 

PAN AL ass ELL) 

Eee Re Reet elo 
CM er aL eRe eel ee LA 
(eT Ree eR c lie Clee 
but usually produces the goods. 


3. UK:Resistance 

PUA ER UM Lee srtri ala) 

ACR CMR meres ti ROL G 
site has long since given up covering games, opting 
instead for a diet of nonsense, fake news and 
gratuitous pictures of women - which is what we like. 


resistance 


PT BEY Tb 

www.sega.co.jp 

A sprawling metropolis of a site, but worth it for 

er Roca eR ee eet 
was first announced to the world right here, along 
with the incredible Godzilla pictures! 


ol 


Re | conn | 


PRCT) 
PTAA LeRoy 
SUA ee RAR Me Ras 
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ieieoe CTT 
nictures of the first 


folks. With this techno-heavy world on the way 





RE YOU ADDICTED TO THE INTERNET? 
Yes, the Internet is uploading itself to a 
computer near you, leaving a trail of 


c. As some kind of defence system 
d. To provide unlimited free pornography 


square-eyed, mouse-clicking techno-geeks 6. Can you type with one hand? 
in its all-conquering information wake. Are you addicted a. No 


to the Internet? Find out with this handy self-help test 


1. What's the name of your best friend? 


a. Colin 
b. Dave This section of the magazine is dedicated to the bloke 
c. Rachel who phoned us, desperately trying to get hold of 


d. Cyberjacker@mail.infonet.com 


some of the girlfriend games we printed pictures last 
month. We reckon that £2.50, your local newsagent 
and a copy of ‘Razzle’ would be more up your street, 
mate. Here are a few pics to tide you over. 


2. What's the address of your favourite web site? 

a. Don't have one 

b. Can't remember 

c. www er... something com? 

d. http://105.236.251.130/cgi-bin/104673/site/index.htm| 


3. When did you last talk to someone? 
a. Two minutes ago 

b. This morning 

c. Yesterday 

d.1993 


4. Who was the last person you spoke to? 

a. Your mum 

b. Your best friend 

c. Your work colleague 

d. Your Internet service provider's technical support 
department, of course 


5. Why was the Internet invented? 
a. To spread Satan’s words of evil 
b. To create a global community 





PLUS'S, Fa, TC TUSK, FROUTING VIPERS 2 INTERVIER, (@2045)/12082 
= SHIWMG FORGE 3 TIPS, 11) SUE, VIRTUAL OW OT, FEST SPICE SHS. AND MORE? 
A We nearly had Deep Fear on the cover this month, but 


dropped this idea when the awesome Godzilla pics arrived! 





b. Yes, but very slowly 
c. Yes, quite well 
d. Yes, 85 words per minute 





7. What do you say when you’re not 
feeling very well? 

a. I've got a tummy ache 

b.| feel sick 

c. I'm going to be sick 

d. :-( 


8. What’s the worst thing about 
using the Internet? 

a. It's brainwashing our children 
b. It's too complicated 

c. It’s too slow 


d. Only 24 hours in a day T 
g. What's the best thing about the j 
Internet? f 

a. Keeps weirdos off the streets 

b. Email 

c. Information at your 

fingertips 


d. Making friends, learning 
things, having fun, free 





A Don’t cry, it just makes me want to hurt you more. 


A a) 


JAPANESE ADVERT OF THE MONTH 


Winning Post 3 is a Japanese horse racing game 
for the Saturn. This is the cool advert which ran 
for about three months, making everyone who 
saw it want a copy of the game for no apparent 
reason. By the way, the game does feature horses, 
not those people in the blinkers. 





pornography, and much, much more! 


10. How important is the Internet in your life? 

a. Couldn't care less 

b. An interesting diversion 

c. An important business tool 

d. It’s the very life blood of information flowing through 
my veins 


11. Have you ever spoken to a woman for six months, 
before finding out ‘she’ is actually a 62-year-old Redneck 
American male called Chuck? 

a. No 

b.No 

c.No 

d. Yes 


<4 Carol - only slightly less-powerful than the Dreamcast. 


HOW DID YOU ANSWER? 


IY CES NaH oe Colt ao CeO 
a yeaa 


Mostly b: Your video flashes 12:00am all the 
time and your microwave is permanently set to 
Bel icecsam el eur tom 


Mostly c: You’re quite well-adjusted, showing a 
healthy interest in new technology and a mildly 


Tar Pe Nac 


IVS ae Pee Rue elm Lec 


you're an Internet addict - seek help now! 








6. Fastest Gaming News Online 
PNA uC Roly 

a re RCo 
Pee Ee NAC em ROL eee Teale 
the Americans to read. Quite good, but mainly a 
carbon-copy of the more in-depth Next Generation. 


ye Tt 

Pett oR 

A huge archive of tips and walkthroughs for 
Pel a ee Om Me eee 
moments, and even more helpful if you’re just 
rubbish at games in general. 


Peer be tae 00) 
http://duralhq.interspeed.net 
Rete eR 
‘Dreamcast’ was chosen, Dural HO underwent a 
MTL LN 
le ORT CU eee 
but has a nice logo, so makes our list. 





ee Ce AC Cs tons beri) 
http://members.xoom.com/cleftycvs 
oe RN ae ee ee 
Tana OLR Le Bee ed 
EER eee eee CU ee) ee 
processing power alone. We don’t fancy her. Much. 


} (ee 


oe a 


ae 2 Tela 
asta taal 


io. Anna Kournikova 

www.annak.com 

Tennis is a game, isn’t it? Anna provides us with a 
little relief every day, and they do say that all work 
Mee EVAUE Lena RM LARUE ey 
to play with Anna? Hey, steady on, not all at once! 


SEGA SATURN MAGAZINE 97 







i 





ee: 
ity iid 
Be 


fies 





CUCU Is Ce Odd = 

BUC mac | Pas ya rr a hace ss 
CUM eee We Cl a ee Celi Reta tai ae) a ae yrs 5 
COUT eRe ee el Rue eee rica Comuim acs 
than being given a ‘splash mountain’ from hunky Oz fisherman, Jeffry McWild, 
PT CMe ee RU eee Rel e  Ll TC e MCL oe 
ON RC eam Cu ad oe ura 

But we love Pai here at SEGA SATURN MAGAZINE, or more specifically, we love 
te aaa ee OT OC ee Ee mC ae eee Red 
new meaning to the term ‘hardened games player’. 














CAN You 
AFFORD NOT To 




















FREE POST 


Bust A Move 3. 
Casper... 

CLockwork KNIGHT 2 
Croc. 

DARKLIGHT CONFLIC 
DayToNa RACING 
Daytona USA: CCE. 


Discworto .. 
Discwort> 


FIFA Soccer ‘97 £10. 
FIFA Roap to tHe WorLp Cup ‘98 £29.99 
FIGHTERS MEGAMIX .. £29.99 


BOMBERMAN 


SALES HOTLINES 
OPEN SEVEN DAYS A WEEK 


LINES OPEN 9am-8pm MONDAY - FRIDAY, 
10am-7pm SATURDAY, 10am-4pm SUNDAY. 
‘ANSWERPHONES ALL OTHER TIMES. 


ORDER BY CREDIT CARD, CHEQUE, POSTAL 
W1 ORDERS OR CASH (PLEASE SEND CASH IN A. 
REGISTERED ENVELOPE FOR YOUR OWN 
PROTECTION). 
NO QUIBBLE EXCHANGE POLICY - IF YOU 
/1 ‘ARE UNHAPPY WITH YOUR PURCHASE FOR 
ANY REASON, SIMPLY RETURN THE ITEM IN. 
PERFECT CONDITION WITHIN 48 HOURS OF 
RECEIPT BY RECORDED DELIVERY AND 
SUBJECT TO A FEE (10% OR MIN £4), WE 
‘WILL SWOP IT FOR ANOTHER ITEM. (THIS. 
OFFER APPLIES ONLY TO ITEMS LISTED IN 
OUR MOST CURRENT ADVERTS AND 
EXCLUDES ITEMS BOUGHT TO ORDER) 





INBOW FORMULA KaRTs 


UY FROM US? 


PRICES INCLUDE 


If your machine a develogs a foul 
paged, wre are the ONLY mail o 


WITH NO GAME ...sssscsssssssssscsssssssesssseeessscsseseessesessnsessssessenseses 


& RESIDENT Evi. oR WorLDwIDE Soccer ‘98 or TouRING Cars 


& SEGA RatLy on WorLDwibE Soccer “97 oR Euro “96 
& Die Harp Tritocy & Prepator Gun. 


WITH EVERY ORDER FOR SATURN Gawes!!!! 


£33.99 
Frank THomas BiG Hurt BaseBaLt £24.99 
GotpeN Axe THE Duet selgeoe 
Harocore 4X4 


BUST A MOVE 3 
BO Pie Ss 

















IRON MAN - 
Jonax Lomu Ruce 
Jurassic Park 2: Lost WortD 
KING OF THE FIGHTERS ‘95 
LasT BRONX 


LEGEND OF £24.99 
Mass DESTRUCTIO' £24.99 
Macic CARPET £17.99 
Manx TT.. £17.99 
Marvel Super HEROES £34.99 
Mass DESTRUCTION .... £14.99 
Mipway GreaTest Hit: £28.99 
MYST... RLT99: 
MYSTARIA £22.99 
NASCAR ‘98 
NBA Live ‘9. 
NBA Live ‘98 
NBA AcTION . 


NBA ACTION ‘98. 
NFL Mappen ‘97 
NFL MabDEN '98 . : 
NHL Attstar Hockey (SecA) 
NHL Hockey ‘98 





Why NOT VisiT OUR 
IN AT THE 
ADDRESS ON THE ORDER FORM! 
ALL ITEMS IN THE STORE ARE AT 
THE SAME DISCOUNTED PRICES AS 
OUR MAIL ORDER DIVISION. 


Meca Games 1 - Wortp Cup Itatia ‘90, 
CoLumns, Super Hane O1 
NHL Hockey ‘95.. 





FAX ORDERS ON - 





LARGEST DISTRIBUTORS IN THE COUNTRY - OVER 
700,000 SOFTWARE ITEMS SUPPLIED SO FAR! 


VM WE PROVIDE ONE OF THE FASTEST DELIVERY 


/ ORDER WITH CONFIDENCE FROM ONE OF THE 


SERVIGES AROUND, 2-3 WORKING DAYS. 
MAXIMUM ON GAMES, NEXT WORKING DAY ON 
MACHINES. (PLEASE ALLOW 7 DAYS FOR 
CLEARANCE IF SENDING A CHEQUE & CALL TO 
CHECK AVAILABILITY BEFORE ORDERING) 


1ST CLASS DELIVERY FREE OF CHARGE TO 
U.K. MAINLAND. OPTIONAL NEXT DAY 
DELIVERY £4.00. PLEASE ORDER BEFORE 3PM 
TO ENSURE IMMEDIATE DESPATCH. 


1000'S OF TITLES AVAILABLE, IF YOU CAN'T SEE 
THE ITEM YOU WANT, PLEASE RING AS STOCK 
ARRIVES DAILY. SOFTWARE AND ACCESSORIES 
AVAILABLE FOR PSX, N64, PC CD ROM & MAC. 


MOST AREAS IN THE UK (susiect 10 stock) 


ppughh rom tomentay ore fely gure All machines 
bout rom Gameplay are ful guranteed by Sega. 
wi 


FROM YOUR DOOR AND eitecor onic 





SATURN GAMES 
SOVIET STRIKE 


TO 


in the ene lee 
0 wil 








OR 


CROC 


NHL PowerrLay Hockey 
PANDEMONIUM . 

PANZER DRAGOON, 
PANZER DRAGOON 2. 
PANZER DRAGOON SA‘ 
PRIMAL RAGE. 

PRO PINBALL: 


Seca Ratty.. 
SEGA TourING Cars 


SeGa WorLDWIDE Soccer ‘97. 
SeGa WorLDWIDE SOCCER ‘98. 


SHINING Force 3 
SHOCKWAVE ASSAULT 
Sky TARGET ... 


‘STEEP SLOPE SLIDERS 
‘STREET RACER... 
Super Puzzie FIGHTER 2. 


Turee Dirty 
THUNDERHAWK 2 


PREMIER MANAGER ‘9: 
RESIDENT Evit 2 


Please ring to confirm availability before ordering as many 













HOO 


——_ ——_ = 
*Plouse note = express cheque cearonce is not possible on Building Society cheques. 






AuTo-Fire, Auto- 
Retoap, AuTo-sreeD POR MMnn 

SELECTION. ALSO 
WORKS WITH 
PLAYSTATION 


BOUGHT WITH GAMES. 








CROSS CHANCELLOR STREET, LEEDS, LS6 2TG 


PRICE! CHOICE! QUALITY! SERVICE 


A DIVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 


| [0113 234 0444 
© |0113 234 0999 







0113 234 0666 





email: GameplayUK@AOL.com 


Steering Wheel & foot 
pedals with worting 
gearstick and 9 fully 

programmable buttons. 
Leather wheel cover. 
Works on N64, PSX & 


Saturn... 








CUSHIONED INTERIOR, 
PARTITIONS AND 
POCKETS, DURABLE 
LIGHTWEIGHT 
AND WATERPROOF. 




















IF 


Titt (PINBALL). 
Toms RAIDER. 
TRUE PINBALL . 
Virtua CoP 
Virtua Cop 2 
ViRTUA FIGHTER . 
ViRTUA FIGHTER 2 . 
VirTUA FIGHTER KID: 
Virtua RACING 
ViRTUAL GOLF ..... 


NHL ‘98 


Virtual ON 
Warcrart 2 
WING ARMS 
WinTeR HEA 
WIPEOUT.... 
Wipeout 2097... 
Worp LeaGue 
Worms 
. MEN CHILDREN OF THE ATOM 


























VIRTUAL ON 















CDX Convertor - 
YOU TOP, 
SecA Memory Caetrioce (4MB\T) 
HicH Capacity Memory Carrrioce (8MBIT) 
RF UNIT 
Dust Cover. 
SATURN ScarT CABL 





Sulnation fe 


All ‘2nd hand yn are 
18.99 quscenteed for 3 months. 


for buying and selling. 


1. Your game must be in 
. We cannot ace 


ou must clean the CD be 
fe receive them. 
have to pay £4.00 to ge 


agreed amount wh 


SHINING FORCE 3 
JRNING RANGERS 

RIVEN 

X MEN COTA 


Zz 
TOMB RAIDER 
ENEMY 0 





Be@Vonaun= 


BATTLECORPS ... 
Dune...... 


TOUGHMAN BOXING 
ViRTUA FIGHTER. 





xtremely competitive prices 


apetythn 


damaged manuals or Timaged boxes 


fore 


ing it. All games are tested when 
If your game doesn't 
work, we will not buy it and mre will 


- You must ring us cae sendin 
as prices for 2nd han 
regularly. 
fi number 


a cre . for the 
you may use 
against other games, either new or used. 


ALL PRICES LISTED IN THIS 
ADVERT ARE FOR NEW GAMES 
ONLY - PLEASE RING IF YOU 
WOULD LIKE 2ND HAND PRICES. 


PANZER DRAGOON SAGA 
WORLD LEAGUE SOCCER 


MARVEL SUPER HEROES 


ecial offers are limited stock & some games may not yet have been released 
— 





ut out this order form and post to: 








EPLAY, ENTERTAINMENT HOUSE, 











HAVE YOU ORDERED BEFORE? Yes / No 


























Carp [_] FA 


0c OOOO 











Expiry Date | |{_1/(_] 





} Issue No. J] 


SWITCH ONLY 








ITEM DESCRIPTION PRICE 
£ 
fe 
£ 
Bi 
ie 

‘OPTIONAL EXPRESS CHEQUE CLEARANCE. IF YOU ARE 
PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO | £ 
CLEAR PLEASE ADD £2.00 HERE* FOR EXPRESS CLEARANCE 
Postage is FRREE for oll games shipped within the UK 
Ophanol NET DAY DANE omiesle E40iar I~ POP IE 
item plus £1.00 for each subsequent item. 
‘Overseos postage - £2.50 per software item. TOTAL £ 








Cheques payable to ‘Gameplay’. 


Prices correct at time of going to press. E & OE 


| SA3(9) | 
1 

































BUY 2 32X GAMES AND PICK 1 FREE!! 














WE ARE A GROUP OF PEOPLE DEDICATED TO PRESERVING A PART 
OF CLASSIC GAMING THAT SEEMS TO BE OVERLOOKED MOST OF THE TIME. 
NAMELY CLASSIC VIDEO GAME MAGAZINES. 


OUR GOAL IS TO PRESERVE THESE MAGAZINES BY DIGITIZING THEM 

BEFORE THEY ARE LOST FOREVER. 

BESIDES LETTING PEOPLE ENJOY THE ARTICLES DIRECTLY THROUGH THE SITE, 
WE ALSO CREATE CBZ FILES CONTAINING THE COMPLETE MAGAZINES 

FROM START TO FINISH, WHICH GIVE USsTHE BENEFIT OF CREATING 

MUCH HIGHER QUALITY VERSION, THAN WHAT’S FEASIBLE'ON A WEBSITE. 

THIS WAY ANYONE WHO IS yy A MOUSE CLICKAWAY®WILL BE ABLE 

TO ENJOY THEM ONCE MORE: 


WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH"ARE PUBLISHED PRIOR 
TO THE YEAR Pht ae 

UNLESS PERMISSION HAS BEEN GRANTED'BY THE SPECIFIC PUBLISHER 

IN QUESTION TO DO Ph 

THE ONLY EXCEPTION TO_THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES, 
DUE TO THE NATUREAND CIRCUMSTANCES SURROUNDING THE SYSTEM: 
REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY.SHAPE OR FORM 
(DIGITAL VERSIONS INCLUDED) WILL BE TREATED LIKE(NEWER MAGAZINES, 
WHICH MEANS WE WON’T BE SCANNING THEM. 


THE REASON FOR RESTRICTING OURSELVES'TO MAGAZINES PUBLISHED 
BEFORE A CERTAIN DATE,,IS.TO,GIVE PUBLISHERS ENOUGH, BREATHING ROOM 
TO SELL REPRINTS OR DIGITAL’ VERSIONS OF THEIR OLD MAGAZINES: 
THESE ARE HARD ENOUGH TIMES AS IT1S FOR Sd i 
WE WOULD WANT oa O HAVE ANY. a OF, NEGATIVE EFFECT. 

— 
WE HAVE NO INTENT NOR Pye a TO PROFIT FROM THESE MAGAZINES 
IN ANY WAY, SHAPE OR FORM. NOR DO WE HAVE ANY DESIRE TO FINANCIALLY 
Lael) ANY | PUBLISHER, EDITOR, WRITER OR PERSON INVOLVED ae boi ty am 
THESE, OR ANY OTHER MAGAZINES FOR) THAT MATTER. 
WE ARE NOT HERE/TO DO, HARM, BUT TO HELP PROTECT THEIR LEGACY. 
THAT IS WHY THE PRE-2000 DATE IS IN PLACE: a = J || NN 
TO PROTECT THEIR"BUSINESS AND LIVELY-HOOD, AND TO MAKE SURE aise 
WILL BE ABLE ‘ab Ltd a Ae THEIR. MAGAZINES be diy Fr TO eaiias 


a 





WE WOULD LIKE TO THANK EVERYONE WHO MAKES THIS PROJECT POSSIBLE. 
FROM THE ORIGINAL WRITERS, EDITORS AND PUBLISHERS, |, 

TO |EVERYONE INVOLVED-IN ACQUIRING, DIGITIZING, PRESERVING 

ad RELEASING) THESE eat | IN a 


FOR PEOPLE WHO ARE LOOKING TO HELP US OUT, IN WHICHEVER WAY POSSIBLE, 
BE IT BY DONATING MAGAZINES, SCANNING OR EDITING, 
PLEASE JOIN US ON THE FORUMS. 


ONE LAST THING: 
IF YOU COME ACROSS PEOPLE TRYING TO SELL ANY OF OUR RELEASES, 
PLEASE DO NOT SUPPORT THEM! 


THANK YOU. 





